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What, no disk? 
Ask the newsagent! 





e Lost Vikings 
Huge four-page revi 

GOAL! 

It's here! But is it better than 
you-know-what? Find out inside... 

THE HORROR BEGINS... 

Team 17's Alien Breed 2: Diary Off 
A Game starts this month! 



he rampage! 
inside! 
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B L AD E gPl-ASHBACK 



REALMS OF ARKANIA. 

VOL. 1 



Blade ol Destiny trom me Realms ot 
Arkania work) a to i ■ i on Germany's 
most successful row playing saner, ivxi 
hai i myriad of leaiures mai make ihis 
RPO one massive challenge 
Over 400 hours ol gameplay 
Stunning graphics 

• 2 leva* ol oMhcufly. *hicn really do 
calf (or both nowce and enperl HPG 
garnet* alike 

• I . diriment races. inhab-ling ovu* 50 
towns and villages 



Available on: 

Amiga. Alan 51 and PC & Compatib* 
I VGA - 640k mm memory Hard >■ . > 
Kcgh Oer*t» Supports AOL id " and 
SoundBlaster) 



EXPERIENCE A 
MILESTONE IN ARCADE 
ADVENTURE 

Fast moving sen or. arc adventure teelu'e 
in this unique comt>n ai« n ol graphics, 
animation and music Pro-iuced by 
Dt*phine Software onu of l ^'Ope'i most 
f«H»CT»d development houses. 
Flascoa-n Dreake new ground ri computer 
games e.olement ano mti«g u e 
Astomuiuiigly lifelike cha/acte' animation 
is achieved by the innovative Jofncatio" 
ot RoWscoptnn a lechrwjue first 
developed by me dim tduslry lo animate 
cartoons Ado's are fWned per-orming all 
ot the movements lo be featured hi the 
game and st*s from these sequences we 
used to re.-realg the movements on 
screen 

Available on: 

Atari ST. A/moa and PC a Compatibles 
(VGA 5S0K mm memory. Hard Dnve. 
H.gh Density Supports AdLib'" and 
SoundBlaster Hard Dnve raqurea 8Mb ol 

tree memory to msta") 




ROLE-PLAYING FANTASY 
AT ITS MOST REAL... 

Legends o» Vaiour The Dawning, gives 
you the freedom to mate your own 
choices move around, and create your 
own l*astyte and career path m the rich 
,wa aetaileo town o* Mutektort 1'avel at 
w4l above Ihe ground or in the miles ot 
underground caves tunnels and sewers 
It's your lite to make of u what you will' 

• Smooth scro»*ng, texture mapped 3 0 
viewpoint 

• Autocombel facility 

• Novice mode for oeginners 

• From the curator ot the award winning 
Corporation' 

'Probably one ot the most tailed about 
games by Maoaiine reviewers this yea' 1 
Available on: 

Alan ST Amfla and PC A Cc-npatibW* 
tVGA.MCQA. minimum memory 640k. 
H^h Density Disk D«vm reowned 
Suppotta Ad Lid"* SoundBlaster and 

Roland Sound Cams). 
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THE WORLD'S LEADING 
WORD GAME. 

Whether you re a wnard wiin words or you 
spe* Xylophone with a Z. you H love tt»s 
magical piece ot programming from 
U S Gold. Scrabble tor your saeen 
Cnailenge up lo 3 friends or take on the 
m<gN o' 'he computer solo 
12 skill levels to test seasoned pro s or 
lirst timers .i>*e 

Contains every single page ol Ihe 

v a^ 
Chambers O"o* Scrabble Dictionary - 

Over 1 34 .000 WO«dS ( 

Print oul facerty to retain tinai board layout 
Computet Scrabble lor tnose who enjoy 
a night on the lues 



Available on: 

Atan St Amigu ana PC & Campatbles 
(EGA. VGA. minimum memoiy required 
64tlk Supports AdLib "and 
Sounder imi 



m 
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NEW GENERATION 
COMBAT SIMULATOR 

Climb into "m cockpit « an 
X Wng Staiiignrei ana battle 'ot r --.-[Jo"" 
The galaxy a Doing plundered by the Dark 
Side, and you are despuratoiy needed by 
tne Rebel Alliance Take lie conuofs ol 
ttm X-Wing Startighter - now! Experience 
Ine rcredOle realism of polygon grapnts 
and bit mapped special elects eft you "y 
against deadly TIE Fighter and menacing 
Star Destroyers. Be swept along by the 
interactive musical score and digitized 
Star Wars movie sound eHects At last a 
new generation ot space combat 
technology to challenge the evil Empire 
Destroy the Emperor's u*ttm 
and end his tyranny 
Available om 

PC 1 Compatibles (MCGA VGA, 
minimum memory required 640* and 
High Density Disk Drive required 
Supports AdUr" SoundBlaster ProAotho 
Spectrum and Roland Dos 3 t or higner) 



U S. Gold ana LucasArts Games present 
two thnivng versions ot this lealure game 
to test you' nerve ana branvower ■ indy 
tnd the Fate ot Atlanta Adventure and 
Action The Acton game d>snns out a" the 
e»otement you can handle in a Breathless 
race against evil. 

The Graphic Adventure game tests your 
grey matter with some at the toughest 

puzzles yet 

individual^, they're the hottest properly 
this side ot Atlantis Together they're the 
uOnnote indy Experience 
Action * Adventure Available on: 
Amiga and PC A Compatibles (EGA. VGA. 
MCGA WOk requued Hard Dnve, 
r*gh Density Sjpports AdLib " 
SoundBlaster and Round Sound Cards). 
Action only. 

Atan ST, AmMtad C?a* only) A CM 
cassette A dak. Spectrum M ?Bk orvy) 
-.asseno 



So you think you can handle something 
heavier than a lightweight computer game. 
Pick up some serious software that's solid t 
Gold. U.S. Gold, that is. 

But be warned. Sparks will fly as you clash 
with one of the superbly crafted games in our 
hefty range. 

Whether its Role-Playing, Word Games, 
Simulation, Adventure, Sports and Action you 
go for, you'll need real mental muscle to 
snatch the ultimate victory. 
So grab a piece of the thinking person's 
action with U.S. Gold. 
And get some Heavy Metal. 




HINTS TIPS 'N' HELP CALL THE GOLD PHONE 

SPELUAMNEn* • JVC Of THE BEHOLDER - • VEtL Of OMWSS-D^SUN'EVEOFIHlMHXMB-lEGEW) 
Of lEVE Of TNE BEHOLDER 11 ■ OPAOOWOf FLAW . HEROES G* INE LANCf. Ttl MM VA I H 

OPERATOR STEALTH - ANOTHER rt iHIO • FLASHBACK ■ CRUISE FOB » COR^E H - MM M* it* 
LUCASARTS M£IPL#4F. • UCHUCirS Rt 't'4X |MONHE» (SlAHO Jl • WDIAH* JONES llAST CRUSADE i FAIE 0* 
ATLANTIS) • /AH «**RA£KE« • U»'MC MANSION - lOOM • THE SECRET OF MONKEY ejlArO - It WHO 
TEl MM U* m OffORMATtON UNt NDUtlH' IEQENDS Of VALOUR TEL MM Ml MB - ACCESS 
MElPl** AMAZON TEl MMtMM*- SIR-tECH HELPLINE CRUSADERS Of THE PARK SAVANT TEl MMMM77 
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MM, « ■ m ..-.i ,m->m> u I M C.«.» If l-H <«»t m i—— !"»»•< imwh. 

Technical support Hotline 0902-640027 (Mon-Fri) 

enn. swats we o*« wroan to m Li*nun»i or r>« oam** wjioim sow owes ■«*• 

CWMinuB' ecntlh arnjMM KNUT* * OMrf IMC fMfAAWO WO "* *»ttC> "5 rul UMTUTf >U mtfCltCM 

SERIOUS SOFTWARE FROM 




ON THE DISKS ...6 

A graphic adventure demo? 
One of the most amazing 
shoot-'em-ups you've ever 
played? Some PD games? Cer- 
tainly sir (or madam, of course), 
just step this way - I think I've 
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6 BOOT SECTOR 

How to insert the disks and other 
vital snippets of information. 
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12 NEWS 

Loads of exciting new games are 
revealed, the Golden Joystick win- 
ners and - yes! - more hot Team 17 
news. 

20 LETTERS 

The One's mailbag is positively 
overflowing with questions, queries 
and how to dismember sheep (?). 
Read all about it here. 

23 WIN A LOAD OF 
BALLS! 

Virgin Games have donated nine 
hundred pounds worth of leather 
footballs and we're giving them 
away! 

24 ONE ON 
ONE 

What do you get if you 
cross three ex-journos with 
some snazzy new ideas 
and give them a new 
software house? 
Asylum, that's 
what, and David 
Upchurch is doing 
his Terry Wogan 





THE LOST VIKINGS 82 

One of the most entertaining and challenging arcade adventure 
games we've seen in a long while. Don't believe us? Then read the 
review and see for yourselves. 



GAMES FEATURED IN THIS ISSUE 







GOAL! 56 



Just when you thought that Sensible 
Soccer couldnt be knocked off its 
Footy King throne - er, it isn't, but it 
was a very close thing. Find out how 
close in our four page review. 





BUBBA N 

STIX.... .....38 

Core, look at this! There's a new 
platform star in town (yes, 
again) but this time he's bought 
his stick. Er, hooray! 



28 IN THE BIZ 

Find out what you have to do to 
get a job working in the wonderful 
world of Amiga games. 

37 WORK IN 

PROGRESS 

You wouldn't believe the games 
given the in-depth treatment this 
month. And because you're going 
to have to wait until page 37 to 
find out, it'll be all the more 
astounding. 

55 REVIEWS 

Who said this was a quiet time for 
new releases? Not us - we've had to 
write about no less than eleven hot 
new games this month. 

86 UPDATES 

The surge of A1200-only games 
continues in earnest with enhanced 
versions of Ishar and Transarctica 
heading your way pretty soon. 

89 CHEAPOS 

This is where loads of classic re- 
releases and the best compilation 
ever reside. Join them in their 
lounge for afternoon tea and bis- 
cuits. 



96 OH NO! FREE CDs! 

Blimey O'Riley! Psygnosis and Par- 
lophone have joined forces and are 
threatening to give away loads of 
CDs! Stop them before they escape. 

98 KILL ZONE 

The trouble with Lionheart, The 
Chaos Engine, KGB, Chuck Rock 2 
and several others is that they're 
just too blummin' hard. Not any 
more, mate - read our hints and 
win, win, win!. 



117 PD ZONE 

Simon Byron continues on his Pub- 
lic Domain crusade. 

122 DIARY OF 
A GAME 

Flipperty gibbets! Team 17 s stun- 
ning sequel begins in earnest. Well, 
only if you define 'in earnest' as 
'drinking lots of beer and having 
your computers break down'. Part 
one of our EXCLUSIVE diary starts 
here... 

126 RECOMMENDED 

Find out how many of last month's 
games have made it into the most 
prestigious section of The One. 





REVIEW 


69 


BOSTON BOMB CLUB 


CHEAPOS 


92 


BUBBA W STIX 


WIP 


38 

w w 


BULLY'S DARTS 


CHEAPOS 


89 

W +J 


THE CARTOONS 


WIP 


52 


THE CHAOS ENGINE 


TIPS 


100 


CHUCK ROCK 2 


TIPS 


110 


CREEPERS 


WIP 


53 

w w 


ENTITY 


REVIEW 


74 


FIREHAWK 


REVIEW 


66 


GOAL! 


REVIEW 


56 

w w 


HUMAN RACE 


REVIEW 


60 


\ INNOCENT UNTIL CAUGHT WIP 


44 


ISHAR- A1 200 


REVIEW 


86 


KGB 


TIPS 


106 

■ WW 


LIONHEART 


TIPS 


98 

w w 


[ THE LOST VIKINGS 


REVIEW 


82 


MAELSTROM 


WIP 


50 

w w 




CHEAPOS 


90 


MIDWINTER 


CHEAPOS 


90 

w w 


MORPH 


REVIEW 


64 


OCEAN S GOLF 


WIP 


49 


! REALMS OF DARKNESS 


WIP 


42 


RUGBY 


REVIEW 


80 

WW 


SECOND SAMURAI 


WIP 


52 


SUPER CAULDRON 


REVIEW 


62 


STARBLADE 


CHEAPOS 




TRANSARCTICA- A1 200 


REVIEW 


86 


WAR IN THE GULF 


WIP 


53 


WOODY'S WORLD 


REVIEW 


! 68 


WORLDS OF LEGEND 


REVIEW 


1 76 



LOADING 
YOUR DISKS 

(1) Select the disk you want and 
stick it In your disk drive. 

(2) Turn on your Amiga. 

(3) A menu will appear from which 
selection is made by pressing the 
appropriate function key . 

(4) Explode with delight as you play 
your chosen demo. 



NIPPON SAFES INC. 



DMI 



You'll not find many graphic 
adventures on a magazine 
coverdisk but we've pulled 
out all the stops to get hold of this 
Nippon Safes Inc. demo so that you 
can sample the delights of this orig- 
inal game for yourselves. 

If you read the review last month 
you'll recall that the game centres 
around three 
drop-outs 
who have 
been recently 
released from 




prison and their exploits in the 
town of Tioko (it's meant to be 
spelt like that, by the way). If you're 
wondering just how this trio of 
trouble-makers came to be 
detained at Her Majesty's pleasure 
then this demo is most definitely 
for you. Mr Shoe. It's the game's 
playable intro, y'see. in which all of 
them get to commit their various 
'crimes'. 

The demo is played over three 
parts, the idea being to get each of 
the game's principal characters 




you want to open (or close, in 
fact) anything then select this icon 
and then position the cursor over 
whatever it is you 
want to open 
(or close, in 
fact). 



You can't beat a good look at some- 
thing and this is the thing to do it 
with. Choose this icon, click on an 
interesting object and 
your character 
will tell you all 
about it. 




This icon can be used for anything 
you like as long as it's taking some- 
thing. You should know the proce- 
dure by now but I'll repeat it for the 
^^^^^^ hard of looking. 

Pick this icon, 
maM click over what 

you want to nick 
and it will be 
added to your 
inventory. 



arrested (remember, kids, don't try 
this at home). If you click anywhere 
on the screen with the left mouse 
button your character will move to 
that position. Anything of interest 
will be highlighted when you pass 
the cursor over them so you'll be 
able to identify at a glance what 
objects can be manipulated. 

If you hold down the right 
mouse button, a menu will appear 
from which it is possible to select 
various functions, as shown below. 
One last thing before we move on. 
If you want to use an object, select 
it from the inventory and then click 
with the left mouse button when 
the cursor is over what you want to 
use it with. Also, if you want to 
operate something pick it up then 
move the pointer over your charac- 
ter and click the left mouse button. 

Right, that's that then, let s take 
a look a disk B... 



Seme people are really, really inter- 
esting and chatting to them some- 
times provides vital clues. And as an 
extra added bonus puzzle, you're 
going to have to 
work out how to 
do this yourself. 




You have to admit that this month's disks are pretty special. Not only have we managed to get hold of 
the demo they said could never be f er, demoed (i.e. Nippon Safes Inc) but you'll also find the greatest com- 
plete shoot- 'em-up ever to be given away on the front of any magazine. Including Shoot- 'em-ups Month- 
ly. And, and, and there are two more COMPLETE GAMES for you to get your teeth into!!! But best of all, 
it's Simon Byron's last Boot Sector. Which means as from next month someone good will be writing it. 



W^W^ DISK A 






1 DISK B 
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NIPPON SAI 


FES INC. | 


H 


BLASTER 


ALIEN BASH 


f§m Dm 






1 TRACTOR 


BEAM 




c 



EXCLUSIVE 
complete game! 

You can read all about this amaz- 
ing game in the In The Biz fea- 
ture which starts on page 28. I 
wrote it and it's great. Anyway, to 
play the game, insert disk B and press 
the appropriate function key. When 
the program has loaded, press FIRE to 
begin the game proper. 

You'll now be presented with the 
Planet Select Screen. You can choose 
any of the six planets by moving the 
joystick up or down. Moving the joy- 
stick left selects 'Easy' mode (where 
the aliens don't return your fire) while 
moving the joystick right selects 
'Hard' mode (where the aliens fire 



1 ?&r** ^.iu. 



7* : 




back at you). Once the planets have 
been successfully completed, they will 
glow oddly on this screen. Planets can 
only be completed on hard mode. 

Once all the selecting has been 
done, it's off to the main part of the 
game - the frantic blast-'em-up! Hold- 
ing down FIRE releases a wave of bul- 
lets and moving the joystick in any 
direction will make your ship move 
around the screen. There are a num- 
ber of power-ups which perform a 



M 
L 

CRYSTAL 



POWER UP, MAN 

Increases the power of your shots and the amount 
they spread out. 

Speeds up the ship. 

Shots turn red and don't stop when they hit an alien. 
Smart bomb. Wipes the screen of all aliens. 
Invincibility for a while. 

Twin ship. A clone ship appears (which can't be destroyed) 
and helps with the shooting while mirroring your every 
move. 

Mends the ship's shield and recharge unit (see below). 
An extra life. 

A crystal (surprisingly). These are left behind by the 300th 
alien killed without dying. Collecting it before it disap- 
pears off screen gives you Warp 5 and the whole game 
speeds up threefold while you become invincible for a bit. 



range of handy functions, as outlined 
in the box elsewhere. 

The ship has a shield which can sus- 
tain one hit when fully recharged, as 
shown by the shield indicator at the 
bottom right of the screen. Each time 
the shield is destroyed it takes longer 
to recharge and if the ship is hit dur- 
ing the recharge period it will 
explode, resulting in the loss of a life. 

During each level there are occa- 
sional meteor storms where asteroids, 
meteors and huge comets whizz at 
you. The small asteroids and larger 
meteors can be destroyed but the 
comets will kill you even if your shield 
is up. 

At the end of each planet level a 
mega guardian will appear. Once he 
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has been vanquished, you'll enter a 
bonus space stage where things soon 
become very fast and frantic. You 
can't lose a life on this stage but if the 
ship is hit then the level ends. 

The game can be paused at any 
time by pressing either of the mouse 
buttons. This brings up a menu, 
entries are highlighted by moving up 
and down, and selected with FIRE. 

RESTART - Resumes play. 

TETNUS - Calls up Tetnus. a sub- 
game. 

QUIT - Return to the introduction 
screens. 

Extra lives are awarded every 
200.000 points, beginning at 100,000. 

The game is over when all 6 plan- 
ets have been completed on hard 
mode, or if you run out of 
lives. 

We're interested in what 
you think about Blaster and 
the feature that goes with it. 
Write in and let us know. 
Remember, your scrawlings 
could be the Star Letter in a 
month or so's time and fifty 
pounds worth of software 
will be delivered right to your 
front door, all courtesy of 
The One. 



OOT SECTOR 



ALIEN BASH 

Complete game! 

To be honest with you, Alien Bash is the sort of 
game that you can pick up and play without read- 
ing any instructions, it's that simple. Anyway, for 
those of you who are initiative-challenged will be 
pleased to know that the full instructions are coming 
up after this break. 
Break. 

Right, you play a nippy nameless young fellow who 
has to fend off hoards of alien scum-bag weakling no- 
brained slime-buckets using only your initiative. Oh, 
and a gun. By running around the spaceship (using the 
joystick) and avoiding anything which looks remotely 
harmless, you've got to free a set number of hostages 
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from every level. These prisoners are encapsulated 
inside a lethal force-field which needs to be blasted 
away before you can run in and collect the stranded 
bods. Once you've managed to free all the prisoners in 
the level, make your way back to where you started 
from and you'll be whisked away to the next challenge. 

Before you rush off and begin to blast things willy- 
nilly, it's worth mentioning that you cannot fire unless 
the joystick is pointing in one of the eight directions, 
so you either have to run towards the alien scum-bag 
weakling no-brained slime-buckets whilst firing or cen- 
tre the joystick, push FIRE and then move the joystick 
in whichever direction you wish to shoot. 

There are simply loads of power-ups (revealed by 
destroying the funny looking shapes) to collect along 
the way. which vary from triple shot to super-hard 
death-inducing missiles which wipeout aliens with one 
hit. Brilliant! Also, there's a nifty invincibility token 
which renders you... yeah, you should know the rou- 
tine by now. 



PLEEEAASSE DON 



SEND YOUR DUFF 
DISKS TO US!!! 



If your disk is in any way faulty then 
please accept our humblest of 
apologies but due to the amount of 
disks we duplicate there's bound to 
be at least one duff one and you 
were unfortunate enough to pick it. 
Never mind, though, because help 
is at hand. 

Whatever you do. DON'T SEND 
THE DISK TO US - we're too busy 
writing the mag to replace them 
ourselves and your letter will go 
unanswered. Just pop it in an enve- 
lope with a SAE to the value of 28p 
and send it to - 

The One Coverdisk Returns, 

PC Wise, 

Dowlais Top Business Park. 
Dowlais. Merthyr Tydfil, 
Mid Glamorgan CF4S 2YY. 
and within a few days a working 
copy will be winging its way your 
house-wards. If you think you have 
a problem which you think can be 
solved over the dog and bone, you 
can call the chaps at PC Wise on 
their Helpline: (0685) 350S05 
between 10.30 am and 12.30 pm 
on weekdays. 





"DESERT STRIKE " SHOWS ITS 



TRUE COLOURS ON AMIGA" 






TFf-CTGF 

Complete game! 





strophysics 
something. I'll tell 
you what, I'll ask 
him for you. 
"Because there's 
no friction or 
atmosphere. Well, 
there is but it's 




The Small Print 

1. Whilst we here at The One make every effort to check the coverdisks 
for all known viruses, we can accept no responsibility for damage caused 
by viruses which may have escaped our attention. 

2. The One and its retailers are not liable for any unnotified changes to 
the contents of the coverdisks which may occur. 




Hard to imagine - but the most realistic and most 
absorbing shoot 'em up known to the Western World - is even 
better on Amiga. 

Only on the Amiga, can you destroy the plans of the Middle 
East's looniest dictator in an astonishing 64 flame-filled colours. 

The detailed graphics of the Apache helicopter, SCUD's 
and nuclear reactors have all been completely redrawn. The 
gameplay has been improved to give you Amiga gamers that 
extra level of difficulty. And the AGA chipset means that the 
frame rate can be increased two-fold. 




We've added digitised voices so that you can hear the 
MIA's desperate calls for help. And the re-written music and new 
sound effects will completely blow your minds. 

If we tried to list all the new goodies, we'd soon run out of 
page. So instead, why don't you run along to your local games 
emporium and get blasting. 
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■ || if* A C AETlif A DE Gomes marked NOP will not work on ASOO Plus, A600 or AI200. 
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SPECIAL RESERVE TOP TEN AMIGA GAMES OF APRIL/MAY 1993 




PREMIERE MGB 

13.49 



FORMULA I GP 

14.99 



CHCjiANTl/ 



Prv ;M| 

ENCMANTIA SENSIBLE SOCCEH 

12.99 16.99 




ZQOL 

13.49 



STREETFIGMTER 2 MONKEY ISLAND CHAOS ENGINE 



18.49 



13.49 



BODY BLOWS 

16.49 




LEMMINGS 2 

19.99 




SABRE TEAM 

11.49 



JAGUAR JJ3.0 30 GOLF SPECIAL FOflCES ROBOCOP 3 BuWeE-flCE 5 

10.99 13.99 13.99 11.49 12.99 



LOTUS 3 

13.49 



LEMMINGS 

12.49 



mmm 

14.99 



AIR SEA SUPREMACY FIRST 5AM.MEGA ADl FRENCH 1!U 

13.49 13.49 16.49 




MTTUOFMni 

13.99 



LOTUS 2 

9.99 



JIMMY WHITE'S LIFE V TWIN'S 

15.49 14.99 



SHUTTLE 

14.49 



VIKINGS 

10.99 




SILENT SERVICE 2 ASSASSIN 

12.99 11.99 



»eOMtntucwwKiT 

(WITH FNBE TUTOMAL VWIO).-,- . 

10 CONSTRUCTION AIT) 

4TH 1' INCHES (US FOOTBALL) (NOIII .. 

SM ATTACK £UB<NOi» 
A TRAM (1 MEGl .. 

at ac n Mr a) __ 
AUOAM-BuKi mat... . 

ADOAMS 'AMI.' (I MEG' 

ADl EHOUSKItl'll 

AOI ENOUSW " .' <l YR5i 

AOI FRENCH <11HVR»A... 

toi 'bench ii nm_.™ 
*oi frenchiimayrsL 

ADl JUMP A COUNTING (4-1 »RS1 
ADt JUMRJR COUNTING <*■' '"Si 

aoi junior heading n-s y«S) 

AID JtP-OR READBiO (6 ' >M| 

adi maths(im. >hb 

AD* MATHS (TJ-ll TRS) 

ADt MATHS iim YRS 

AU.anIAOI TENNIS |-M0ilf 

""I* in 

AIR BUG Kb 

AW FORCE COMMANDER (1 MEG) 

AIR SEA SUPREMACY p\__^m 

EUMSHIP SAINT ■■MCE W. 
INO* CARRM COR— 1ANDHNOT1). - 

AHI. LAND A SEA 

|M1 ATTACH SUB. MDV HO. FIB 

NT»ceriOH|(t<OlB -, ,-. , 

ALCAT1UU 

aumi 



DOOOCESUG 



..SM D.NA BLASTERS ... 



1191 




CHAQS(IMfG) 



MM 



mm 

-.- MM 

AUW ■MMMWCMI, MjinoW p ■M| IM 

ALVW S PUZZLES (M VB&) lit* 

UWHTU -...._____—____.__. IIM 

AMMO! „,—-.„.,_---.- IM 

AMOS (QAHCB CREATOR) ju 49 

AMOS JO iREOUIRES AMOS) JIM 

AMOS COMPiUN PAEOAMNEM AMOS) MM 

AMOS lASYIPMItT BTtPS 10 PROORAMMMG). i in 

A-KMPNOPISBiOMAL 

(MORE COMPIEI VERSION or AMOS) >IM 



AMOTHCR WORLD.. 

AJR01A 

aquatic oamci 

Arabian nkjhts 
auc-er maclean s pool 

AMCAMOtOl ,.___ 

AKMOUR-OEOOON t 

ASHES Of MMM 

AM* Ml" |i MEG) 

AVSH HARRIER ASSAULT 

•trnvwofonnuaBii mcoi . . 

■ant vi tub world _.„ 

batman the mov* „„ 

bathe isle ............... 

BATTLE lilt DATA OISK 

BATTLE Of BRITAIN _ _ 

BATTLEHAWKB 1BAI (NOIl) 



..__.. ..-.IBM 
TIM 

Ml 

MM 

UN 

■ , .IM 

19 At 

Mb 

■■ — 

._...»! .M 

MM 

mm 

-.JM 

MM 

TIM 

liM 

.—Mil 

IT At 

— IBM 



■UT1 ■_„__—._ 

ELVIRA 1 

JAW5 0» CEHOEBU5H WtGl (HO 1 J, 
EPIC (1 MEG 

ESCAPE FflOM THE ClAWT OF THE 

•KieOI WOKS TEAS I NO 111 „. 

ftP ANA THf GAME 1 11 1 1 ME G j i MOI 3) 

I I "1 DF HOLDER IBV) (1 MEC) 
E.( Ot THf Ml nQlDCR J (I MEG I 

EAQIEIIIMEGI 

0*1 (BPECTFOM "DvOBHEl 

ALTH FIGHTER (MOP) 

MIT" LEAGUE FOOTBAll (ACIIONi 
ABLIS A fWNDS THf LHtND 
OF H'R ANOIA INOUH1 MIGl 

rAMAfjTic woniDS ^ 

IHEALM5. Pip ATE E MEiALOMAA" 
POPULOUS >VC'i^£MLAMOl(l MS 'ill', i. 

'ahta&i wonoDazviNOtt).. 

i ML COP» J WORD PROCltifcl" 

i I 

FIRST OIVI&WN MANAGER |MOI . i 
FIRST SAMUBAI . ME GA L O MA t . . .Mii^i 
FLAMES Of FREEDOM (UMHWfH i 
FLIGHT SIMULATOR 2 (MOIJ) 
fOOTSALLEH Of THE YEAR : M 
FORMULA 1 OftAMOPRU _ 

FUN SCHOOL 1 lift .. 

fUPJ SCHOOL I |Hl „ 

PUNSCHOOl it*., 

FUN SCHOOL ) IJ-4 'RSI 

FUN •CHOOL 3 (!-' TRBl 
fUf. SCHOOL! p. »RSI . 

flM SCHOOL A (J* TRS) _____ 

FUN SCHOOL * IS-7 VRS I 

fUFi SCHOOL » (!• . 

PUN SCHOOL MPeCIAL - 

ME NUN'S MATHS rMl IR9] _ 

'UN 5CHOOI SPECIAL - PAINT N CA1 ATI 
EDUCATIONAL ART (S. TRS) ._......._.„_. 

FUN SCHOOL SPECIAL ■ 

■mUNO FA* p- II YRMl 

r^fTVWWAMflioiai - 

GAUNTUn l(NOl» .. . 

GHOULS H GHOSTS 
CODLiUNSI 

BOM 

Ml MM **f 



HP* 

ISA* 
IBS* 
11 W 

UPt 

1B.*B 

...IM 

MM 

.l»M> 
11» 

n.n 
inn 

UBS 
»AB 



...TAB 
■I 

MM 

JM 

ISA* 

.1IAB 
1 1 ■ 

.IM 
1« W 

~1M 

'M 

1SSB 
ISM 

ISM 

ISM 
ISM 
IS M 



IIM 
!•«• 
HI 
IIM 
- ' M 

das 




IrHOHTM ARE 

■unlMTS Of THE SAT (i ME G.i 
RHUS" S SOfEl FUN HOUSE 

LAST UNJA 1 (NOllI 

11GEHO . 

LEGENDS OP VALOUR (1 MEG I 
KMMINOt 

HMMIQ5 ii'i-Wi ii'truv 
. .mi. .. . . 

lONHEART 
LOMBARD RAC RALLY 

LORD OF THE RMQ8 

LOTUS ) • 

THf FINAL CHALLENGE |1 MEOj iWOtl) IM 

L01USI3PHII IURBO CHALLENGE (NOIII IAS 

LOTUS TURMO CHA1 LENGf JiNOU) *» 

LURE Of THE TEMPTRESS p MEG) (MOW) l« M 
Ml TANA PLATOON |t MEGHN012I ...MM 
MAGIC WORLDS I STORM MASTER. DRAGONS 
BREATH CRYS'AlttOf APBOREAi(NOlJ) 1AM 

mac-cland oanjHOtn _ tm 

MANCHESTER UNITlOlNOllI ._■-.-.,-.. •.« 

MANCHESTER UNITED EUROPE U BB 

MANIAC MANSION (NOII) - MM 

MbDOMALDM UMB .....ITAS 

MEGA MATHS IA LEVEL COURSE) - 

'•O m\wmv* (SUMMER GAMES I a : 

Anoin 

|T iNOUl . .___- 
tRSTOGCSE 

CONFORMS TO ^ ' ' OUA\ CURB 

MCMOfRENCH 
MICRO GERMAN 
MICRO MATHS 
MICRO SCIENCE (1 Ml 

MCROPROSE MD OOLF (I MEOl ... 
MIOMK1HT MHIBTAMCf ■ SO' . 
MOWMTIM - . g j L M 
MO M n MSMJ^MjMJa, — ._■ 
MB* OFFICE fWGRO "ROl 1 -OR. — . 

DATABASE AND DAWUTA. ■ ES> .MM 




NOSOCOMIINOTI). 

ROSOCOPljNOIli 

ROME (1 MKO| 

ROOA1E* 
SABRE TEAM 

SCRABBLE (US GOl 01 

SECRET OF MONAEY ISLANOM 
SECRET Of MONKEY rSLANO 1 (• MtO.i 

EEHSIBLE SOCCER I »«1 BfASONI 

SEYMOUR GOES TO H0LLYWOO0 (NOCJI 
SHADOW OF THE BEAST I (WITH T-SHIRT* 
SHADOW Of THE BEAST > 

SPMUXIWLANM 

SMAoowoRiosiNom 

SHOOT- EM- UP CONSTRUCTION «n(NOIJ( 
SHOPPING BASKET iS-B YRSI 

SHUTTLE II MSO> 

•A INT SERVICE I |T MEO) iMOR| 

SIM CMY A POPULOUS 
SMI CI" OELUA 

iSIM CITY. FUTURE Cy_|lTlRRAIN EOT OR) 
S.EEPiVALAER — 

SMASH TV -— . 

SPACE CRUSADE (NO 
SPACE CRUSADE DA "A DO" MOI^ 

SPACE HULK 

SPECIAL FORCES (i UESSjMMjBjVH 
KE PI TRANS YL r AMAIMOi. 

Of UCALiau* 1 1 MSOl (NOP) 
ISTEHU lPGA lOLf. INOVSC 
E '[ «r- - IIFIOPEAN 

1 MJ I i ' MEOXHOtl) 
if 

P»EP 



3D POOL MOODY'S PLAYTME 

13.99 16.99 



AMIGA A1200 GRAND PRIX PACK 





MAB 

JO *B 
T AB 

■ 0 M 
IIM 
UN 
-f AS 

sun 



>BM 
TAB 

10W 



*M 



-1TM 
ISM 



■AM 

tM 

TAB 

'4M 

-ITSS 
Jl M 
..IBM 
ISM 

HAS 

12 M 
..IT.M 
IBM 

. .. IM 

IIM 
UM 
IBM 



BBX'S TOMATO OAMC 

flilOS Of PRE' :1 MEG) INC til ____ 

Bi-UE S BROTHERS 

BOO' SLOWS (I MCQ) 

BOSTON SOMS CLUB iNOtl) 

SOKPVO MANAGER INOlII . ... 

CADAVIR — 

CASSARfNOlI) ... ...... 

C AIS*AIOWp*-l-J - .... 

CAPTIVE I LIBERATION ( I MCG1 

CARL LEWIS TRACK A F«LD CHALLd'GE 

CELTIC LEGENDS . 

CHAMPIONSHIP MAIuUEM (I MEOl , 
CHAMPIONSHIP MANAGER IBS-SI (I MEG 

CHAOS INOMM1 ... 

CHUCX FKICK i>K)ll| 

CMUCK MOCK 1 

CMLlwTKMn MEO) i 

COMBAT AIR PATROL 

COMBAT CLASSICS 

(FISSTWIKI EAGtE t AM ATT AC A SUB. 
T[AMYAN«KM'M«OHNO'D 

COOL WOAVO {l MCQl . 

CORRUPTION (WsCROUS) ,. 

CO.EflT ACTION 1 1 MEOl . 

CRACKDOWN (NOD) 

CREEPERS _ 

CRYSTAL KINGDOM DOZY INOIll 

CURSE OF ENCHANT1AH MEO) 

D-OENERATKIH .11 4* 

OAMMMMI It MKO| UUM 

OARASCEO II UECi _ _ MM 

Dt LUII PAMlT 4 II MffO) 

(NAM MOM S ANIMATION) . MSB 

DtLUXI PAINT « 

lAGA FOR AABOA ISM WGRAS If IM 

COlOuR ASO HEW t-BIT HAM MODE) SSSS 

DESERT STRIAE 1 1 MEOl . .-. -ISM 

OlSSf • ANIMATION STIIOBD fl MCOI JIM 

0«2V PANIC iMOIf) TM 

em* MMNC l VOUO^MNOia _ TM 

OIHY S EICEILEN' ADVENTURE (NO'll t» M 



IS AS 

MM 

iu 

IM 

TAB 

- 

17M 

, — ISAM 

ooiiwoMAo class ja'mmmoamo! IjlM 

OMMAM OOOCM WOWlO 

CLASS CRICKET (1 Mfili iNOI J] . 
GRAHAM TAYLORS SOCCER 

MANAQMR II MSOt 

GREAT NAVAL BATTLES (1 HfGI 

GUSSH.PW:|1MEG) , MM 

HEAD OVEHHULB _ TAB 

IIEIMOALL |l MEG)|Nai|) IIM 

"EROOUtST|N01li _ ..AM 

"EROGVES'J 'HlLEGAC.Or 

SORASIL |i MEO) ISM 

H«T OUTLINE )«I4-1|(I NMO] MM 

NOUYSKKXl COUJMTnOM 

IMOBOCOP. aHOSTBUSTCRS t INDIANA JONES 
ACTION. BATMAN THE MOVIE) DS iNQPi 1SAS 

HOMM ACCOUMTM i , . .„ -SAM 

HOMM 0»WBf I0T MUHB 

\**D WORDS 1 (WORO PROCESSOR. 
UAH PLAN I i SPREADSHEET, A NO INFOFILE 
(BUSINESS UTSjmSH REOVARES ONE EXTERNAL 
Disk DRIVE OA *ARO DRIVE |1 MEO) _ 

HOOK. ._ _,.„.,....- - 

HOT HATCHES 



1TM 
"M 
IIM 
_'AB 
JOM 
ISM 

.ISM 
.1AM 

I'AS 



ItllUANSINOtfU _. 

HUMANS OA(A CMS". (NO'Ji . 



KM 
• TAB 
I'M 
IJM 




hunter mom 

RU TM 

INDIANA JONES 1 ACTION (FATE Of A'LANDS|1 ( i« 
INDIANA JONES J ADVENTURE 

(•ATI Of ATLANTIS) n MEOl .................... ...JBJM 

INDIANA JOWES ADvENTUMM «M 

INTtRNATION RUGBY CHALLENGE I'AS 
INTERNATIONAL SPORTS CHALLENGE (HOtl) IB4B 

... 1SAB 



1BHAR LEGEND Of THE FORTRESS 

MMIAMIfl MMOX ^. 

II CAME FROM THE DESERT PLUS 

ANT HEAD S DATA tMSA (1 MEOl 

JACK NK KLAUS GOLF 

JAOUAR LIEM (1 MEG) _____ 

JAMES POHO INCH II 

JAJMBPONOi-ROhOeOO ..... — -. 

JiUM I WHTTSS SNOOMR 

JB-nMOMACHOU-n 

JOHN MADDENS (US) FOOTBALL .. 

MOM ._ 

HICK Of - EATRA TSM OiSK (NO*', 

KICK OFF III MEG I (NOIl) 

A IDS 'YPE jU-fDR WORC 



KILLERMALL (NOI B 

UNO WORDS I WORO PROCESSOR 



IIM 

IIM 
SM 

IBM 

...7AB 
.MM 

•SM 
. IM 
WAS 
IBM 
AM 

..AM 

HO PROCESSOR UAB 
TAB 



MONOPOLY 
MOONSTONE (1 MEO) 

MOTDMHIAO 

NEW HALANO STONY 

NICP FALDO S GOLF 
NICKY BOOM 

MOIL HANSEL I S WORLD 
CHAMPIONS-* 11 MEOl 

MMl MANMILL S WORlO 

CHAMPONSMP I A IIM VERSION I 

NOBCCONDPWDI 

NOOO'E PLAYTHE 
lEDUCAYIONAI PROGRAM FOR 

■milkmen AGED S*I 0 MMO) ISM 

PANO ' mi jf W 

P1MPMCT GENERAL , 210 

RERP1CT GENERAL DATA OMK .._ .IIJMI 

POATOWMOOU ■ CO U M ES IB.M 

PGA IOUR O04.F COURSE OMK 11 M 

LL OMBAMn MMO). ~ OU- 

.FANYASI-S *. WJB 

PMATtMINOPl. ~ ~ , AM 

PlTPKlHTtR , —Jif 

PLAYER MANAGER INOIII —11.M 

POPULOUS S PROMISED LANDS 1*01 H BAM 

POPULOUS S SM CITT -.— MM 

POPULOUS I |l MEGl . 

CHALLEHOE DATA OMK._._ — tl.M 

POPULOUS ! CHALLENGE OATADOA (• MEOl IIM 
POWER UP i CHASE H Q TURR1CAN. X-OUT. 
ALTERED BEAST. RAINBOW ISLANDS) (N01Z) IBM 

POWSRDRBPT IM 

POWERMONGER (MO til _ ISAS 

POWE -I MONGER WW1 DATA DISK iNOUl . —II.M 
FOSMJHW W : 

IMAIIWAN Plus SPREADSHEET. 
KINO WORDS 1 WORO PROCESSOR 

INF C ill DAT AMAH) (NOP) MM 

PREMIER MAHA0ER(1M€G| , . — US) 

PREMIERE 1 1 MEO) __._— 11.M 

MOVER ___.___._MAB 

-■■< PER':. A I MEGl ' 
PRO TENNIS TOUR ! __ MM 

PROJECT I (1 MMO) MM 

FBJMA JS I WR t»*M LAYOUT NtMflg. 

CAN PMOOUCf BLACK ANO WHTTt MB»s_ETT_»_ 

FLYERS. ANNUAL RSPOMTS AMO MAGAZINES 
Pt QUIRES ONI IITTRNAL DHH DMVI 



PJVE (IMtOl 

in«iBi__--_....-: — — 



OR "ARODMVt 
PUSH-OVER 1 

QUEST S OLORY IBLOOOWYCH. MIDWMtTEM. 

CADAVER. MAT! iHOll) 

OUCSTTMOMlrMDINOIS) 

R-TVM_M01l) 

RAOHAROk JNO>J| _ _____ 

RAILROAD Tl COON 1 1 MCO) .-- . 

MAVMS MA O (Ml Q A TVNNM, JAMIS POND 1 
ROBOCOa ROOLANDl (NOIl) „„,_„„ 
REACH FOR THE SUM , 

men OAsoEROus (NOit) 

ROAD NAM .„_,___.__..._,_.... 



UN 

I'M 



IS M ROBIN HOOO LEGEND QUEST 



Mm 

MM 
.MSB 

...Til 
IT.M 
.'AS 



STIMIET FIGHTER J |NG ' . 1I4B 
STRRtER |1 MEO) . 15 BB 

STUART PEARCM'S MOCCMM OCLlCTtOirS 

i KICK Off ft MICROPROSE SOCCER. MANCHMTIM 
U**TTF£3 INTERNATIONAL SOCCER I (NO 1 2) .l(M 

STUNT CAR RACER (NOIl) . — ,..„ TAB 

BUPfM CAM » MOM) _______ SM 

SUPIR CAULDRON 1TM 

SUPER FROG (I MEGl 
SUPER HANO 0*t__._. 

SUMEMMMO 

SUPER SEYMOUR (NOW 

SUPERWIIINOIl) 

SUPREMACY (I MMO) — 
SWITCHBLADE 1 INOII) 

SWIVlNOPl 

TECNOPIUS BUSINESS PACK fOR ANBCA 
(WORD WORTH WORD PROCESSOR 

K-BFMBAO I BMMEADM*ET ANO 

■ -DATA 0ATAMAM)(1 MMO) --..T1.M 

THE ADVBNTUMM 

.SUPREMACY HUNTfM. 
CORPORATION) iNOt J) 
ThC iMMO-TAl |NO II; 
THE LOST TREASURES Of 
iKJ CLASSIC INfOCOM TEXT 

adventures) inoi ji >' m 

the hanaoer . .- .mm 

thuhdehhawk mm 

tramsartica _. , . i'm 

trojan • alatxjuoht phaier game) jam 

tncuan -cvmmm assault 

{uomt pmsxm oam) 4um 

Trojan - emmbtaa-jcht phajer game) 
trojan - the enforcer 

(light fhajta gams) * m 

tummcan _ ,_ ._„ _.t,m 

turrican ■ -. i.m 

tv sports football (nc17) .. .----a m 

UlTIMAS(NOIl) ._. __.™.IAJI 

UMWSAL MONSTERS — ISM 

UTOPIA ____ IIM 

VALHALLEM '. _1BM 

VIAXlGS • flELO Of CONQUEST (1 MIGl MM 

VRCOM INOII) —.IIM 

VROOM DATA DISA INOII) ...... -IIM 

WAUULR _ IBM 

WAJTWOMKMJ1 ma , HA 

WHATH' WHERE* WHAT' (AS YRSI MM 

WIND COMMANDER Ml MIO) — 1AM 

MEMO . — . - MM 

WUAROflV ■ • 

BANE Oi THE COSMIC rot'if . I Mli.i J I I- 

MUMORVT. 

CRXfSADSRS Of THE OaRA SAVANT (1 MEO) MM 

WOlFCHIL O 'AM 

WOROWONTh V 1 WORD PROCESSOR I' MED'S H 
WORDWORTH-i I AUK1A BOO PLUS WORO 

PMOM MM OM (SPMCM-. IMMAMCMO 3 MEO 

VERSION MMS UPGRADE POR ASMP) MM 

WOROWORTH VI IE AMIGA BOO WORD 
PROCESSOR (SPECIAL ENHANCED 1 Mia 
VERSION WITH i MEG UPGRADE POM ABM) -MM 
WW" I 
WWf I 

KMONI 

1 A. UCKRACKEN (MOM) _ SM 

IOOL (> MMO) — .__ MM 

IOOlIaiMOVMMMOM) ISM 




WITH 68030 

WORKBENCH J O. 
MOUSE, 2 f.'EG RAM 
EXPANDABLE TO 4 MEG. 
BUILT-IN TV MODULATOR 
I YEAR IN-HOME 
SERVICE WARRANTY 
AND FORMULA ONE 
GRANO PHU GAME 

iCunniHILi HAIn ABU T1TIO 

ari - 1 ■ compatMlb 




WITH WITH TETWIS 

GAME. BATTCRrES 

STEREO HEADPHONE 5 
A TWO PLAYER LEAD 




ALIEN! _ 

ASTEROIDS 
BALLOON KID 
BATTLE TOADS 

BOMBJACK 

CASTLEVANU 
DOUBLE DRAGON 



an 

UN 
ISM 
KM 
»M 

IIM 
I'M 



10 M 
10 M 
H M 



DOUBLE DRAGON I» W 
OR FHANUM BM 

OKMAASO ..ISM 

0YNA BLASTER 1BM 

GEOROE FOREMAN S 



• WMISTLMO (NOIl) — MM 

'WMSTUNOl II MEGi —MM 

9M I MMRMLA MT , — TM 



BOXING 

OOLf 

HARMONY — 
HOME ALONE ; 

KICK OFF.. 

lOOKILRUS . . 
NKUSTVB 
'UNHOUSI 
LtWMiNOM 
MARBLE MADNESS <l M 
MARIO ANO Yn«M IBM 
M.DONA.DLANO 

UEOA MAN 

METROID 1 ..-._. 
M1CKE' MOUSE 

XEMIBISI 

PARA SOL STARS 

MTMMfTM 



n w 

I'M 
MM 
DM 
.JIM 
ISM 

DP 
HM 



IIM 
IBM 

1JM 

;* Bfl 



POPULOUS U.M 

PRINCE Of PERSIA 10 M 
PRINCE VALLAAfT ...MM 
•ROMO'ECTOR 

an 

R-TTPB 

RAOARMMM0N 'BOB 

SIDE POCKIT -ItN 

SOiAR STRIKEN ...MM 
SOLOMON S CLUB IBM 
IIM 
JIBS 
ISM 
11 M 

MM 



SPEEDDALLJ 
SP1DIHMAN1 

STAR HAWK - 

STAR WANS 

SUPER MARK) 

LAND I 

SURER OFF ROAD 

RACER U.M 

SUPER NC PRO-AM H -B 



TERMINATOR! 

TBI* TOON 
ArvENTURES 
TRACK AND HI.' 

TRACK MEET 

TUPRtAN 

TURTLES! „ 

UNIVERSAL 
SOLDO _______ 

XENON 1 _ 



MSB 

MM 
KM 
10M 
IBM 
»N 

IBM 
23M 



e ilcms ordered by phone. 



0279 600204 • Speflal Reserve Sales Open lil Bpm weeltdays and 5pm weekends > Please nale there Is a SOp suriharge on soft 



f 



games 
Club 

204 

iter games 
>ably. 
get o» fh/s: 

iAZINE 



B0LLI5T1CF. HANDHELD 

JOYSTICK FOfl AMIGA OR 51 

WITH AUTOFTRE FUNCTION 
GG9»A2 




- OUICKJOV FOOT Pf DAL 

,W0««SWTTH«»«WH((1 

•■-•'■^^M steering wheel) 

— ~~"BMTA»MTaj«-— — . TAANSIIRS ANY JOYSTICK 
'UNCTIONS 10 FOO' 

PEDALS IDEAL FOB FLIGHT 

AMD CA" SA4 5 COMPATIBLf WITH MOST 

AMIGA AND AIAHISI GAMES GQ4S7S IBM 



OUICKJOV JET 

FIGHTER JOYSTICK 

GG5I6' 

IIM 



QUiOUOY OJI 

JOYSTICK 

|MICPOSWITCHED| 
OQIMB 



FOUR PLAYER JOYSTICK AOAPTOP 

FOR AMIGA OB ATARI ST 

JOYSTICK EXTENOER CABLE FOB AMKM (3 

metres) _ - atm» .*m 




SOUI» MOOSE FOR 

AMIGA OR ATARI ST 
GGSAM 

U.M 

SUPER PRO BP 
STIC* JOYSTICK 
FOR AMIGA OR ST 

wtth Miram 

FUNCTION 



004MM.-TJ> 



COMPETITION 
PRO EXTRA 
JOYSTICK 

BASE I 

fcfljtM 
ISM 

COMPETITION 
PRO STAR 
JOYSTICK 
OQS7M 
HH 

FREEWHEEL 

STEERING WHEEL (OIGITALI FOR 

AMIGA (WORKS YY1TH 

FOOTPEDAL) SUITS MOS* 
DRIVING GAMES 

noma 

MM 

GRAVIS JOYSTICK TOR AMIGA OR 

ATARI 8T WITH FOAM PADOEO 

GRIP. ADJUSTABLE HANDLE 

ICNSKJN ANO PROGRAMMABLE 

FIRE BUTTONS 

ooiaa 

JIM 




TROJAN UGIIT PIN 'OR AMIGA 

COMPATIBLE WITH BELUll PAINT i 

WLUIE FAINT 4 ANO OTHER. MAjO* ART 
PAC.AGIS INCLUDES KWMDRAW 

DO AWING PROGRAM ANO DRIVER DISK 

OOSOT* MM 

TROJAN UOMT PMAZER GUN 
FOfl AMKU WITH SKEET SHOOI 
AND ORBITAL DESTROYER ftU M 
(OTHER QAMIB AVAILABLE • SIE 
-TROJAN" W AMKU SOFTWARI 
UST1 GOSOW i"« 



OOICKJOY TOP 

STAR JOYSTICK 

COSTS I 
IIM 

QUICKSHOT II I A 

TURBO » JOYSTICK 
aOHH 



X 



L~2 



JIYDEC TRACKBALL 
GG88S0 

S4JB 

NAKSHA MOUSE 
FOR AMIGA OR ATARI ST WITH 
OPERATION STEALTH GGSI1* 

-'6 Vi 




OUICKSHOI 12' 
STARFK1HTER REMOTE 

CONTROLLER WITH 
TWO INFRA -RED 
JOY PADS 
MM 



HOUSE MAT (LIGHT GREY) WITH SMCIAL RESERVE 
LOGO PRINTED IN RCO . .. ..00S14S ..., .4M 

PORT EXTENSION ADAPTOR FOR AMIGA OR ATARI ST 
ICHANOE JOYSTICKS WITHOUT NEEDING TO REACH 
BEHIND COMPUTER) - 0OM1S ft.M 

ROBOSHIFT INTERFACE FOR AMIGA OR ATARI ST 
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RESULTS Jl 



Team 17 and Sensible Software carried the Amiga flag at this year's 
Golden Joystick Awards, walking away with the Software House of the 
Vear and Computer Game of the Year awards respectively. 
The awards, which are voted for by readers of all EMAP Images' maga- 
zines (of which The One is. of course, one), were presented by Jonathan 
Ross at a ceremony in London's swanky Kensington Roof Gardens. 

Although the majority of the gongs were console-related. Team 1 7 caused 
something of a sensation by jointly collecting the prestigious software 
house prize with American giant Electronic Arts - which is no mean feat, 
considering that the Team's efforts are dedicated to the Amiga only, while 
EA operates across all formats. 

Sensible Software collected their award for Sensible Soccer, with the 
firm's Jon Hare choosing to mark the occasion with a stirring speech warn- 
ing against the dangers of complacency (he also used a few words not usu- 
ally heard at occasions of this type, but that's showbiz!). 

Other Amiga-related winners included Indiana Jones and the Fate of 
Atlantis (Best licensed Computer Game), LucasArts (Programming Team of 
the Year) and Formula One Grand Prix (Best Computer Simulation). 



TEAM TAL 




e 



Flushed with success from its 
appearance at the Golden Joy- 
sticks Wakefield's finest. Team 
17, has announced a couple of new 
releases and the addition of a num- 
ber of new development crews to its 
ever-growing roster. 

As regular readers will already 
know. The Team's next full-price 



release will be Overdrive, an over- 
head perspective racing game fea- 
turing four different types of vehi- 
cle - 4x4s, Formula 1 , sports cars and 
buggies - battling it out over five 
separate track types. The game is 
currently single-player only and looks 
likely to remain that way, however 
the option for two players to race 



head to head by use of a serial link 
will be included in the finished ver- 
sion. 

More racing action is promised on 
the budget front, where the Team's 
next offering will be the self-explana- 
tory F1 Challenge. All of the genuine 
tracks are promised, along with 
numerous other features including 



bad weather and the like. "I know 
you've heard it all before, but this 
one is full price quality at a budget 
price," says Team 17's Martyn 
Brown. "We reckon that it's got to 
be one of the best available." 

On the personnel front, Team 17 
has signed up programmer Jose 
Doran and artist Richard Heasman, 
who are currently beavering away 
to meet the early 1994 deadline on 
a title known provisionally as Little 
Sod. Lots of humour is promised, as 
the game will present its player with 
99 ways to splat an inoffensive little 
blue blob. 

Other possible development col- 
laborations include a link with a 
Swedish developer, whose identity 
Brown is keeping quiet at the 
moment. "We can't really name 
names," he says, "but suffice to say 
that the words ball and pin come 
into play. We get on well with the 
lads - anyone who can stock up their 
fridges with beer like those guys can 
is always going to get on famously 
with Team 17." 



NEWS 




CHANGE! 




■ t's out with the old and in with 
I the new here at The One. Well, 
I not quite because nobody's 
leaving or anything (unfortu- 
nately David Upchurch still reso- 
lutely refuses to budge from the 
Editor's chair - we think he must 
be glued to it or something) but 
there's certainly lots of 'new' 
going on. 

First up we're all pleased to 
announce that children's 
favourite and Victor Meldrew 
impressionist Simon Byron has 
been promoted to the position of 
Deputy Editor. (You see, some- 
times truth IS stranger than fic- 
tion.) He was reportedly "delight- 
ed", for once in his miserable life. 



And welcome aboard two new 
faces! At last we've got a Staff 
Writer, so now we might get to 
go home occasionally. His 
names's Matthew Broughton, a 
good-looking 22 wearing a tight- 
cut dark blue suit complemented 
by brown shoes. When not play- 
ing games Matthew enjoys per- 
forming lead oboe in his amateur 
'progressive' rock band. 

And last but not least we come 
to the lovely Jenny Abrook, our 
new art editor. Jenny was 
snatched in a tit-for-tat raid from 
CVG, current home of Gary 'Bitch' 
Whitta. Already the lovely Jenny 
has implemented sweeping 
design changes throughout the 



magazine, such as making sure 
the cover looks quite good after 
last month's green-and-purple 
monstrosity. In her spare time 
Jenny has passed the minutes 
just being generally lovely. 






VIRGIN 

Virgin Games has added Bart Simpson and Arnold Schwarzenegger 
to its already impressive roster of stars, by signing a deal with 
Acclaim Entertainment to publish some of the American Nintendo 
specialist's biggest names for the Amiga. 

Although both companies are still keeping exact details of the agree- 
ment under their hats, a Virgin spokesman did confirm that it would cover 
at least six titles: Terminator 2: The Coin-Op, Alien3. The Crash Dummies, 
The Simpsons: Bart Vs the World, Krusty's Fun House and, perhaps most 
importantly of all, the eagerly-awaited arcade beat-'em-up Mortal Komh.it 
Programming work has already begun on all six games, and Virgin hopes 
to have them ready in time for the Christmas market. 



ACCLAIM 




NEWS 



TV-SCAPE 

Following the previous link-up between Mindscape and TV production 
company Broadsword on the Knightmare television series, the two 
companies have now decided to join forces once again to produce a 
series of 'interactive broadcast' games. 

Neither company was willing to reveal full details of the project, but it's 
believed that the games will be an advance on the current TV phone games 
(as featured on Saturday morning kids' TV), where contestants send instruc- 
tions via telephone to affect what happens on screen. 

Broadsword's managing director. Tim Child, believes that this new ven- 
ture can dramatically increase the quality of these games. "Many pro- 
grammes have introduced interactive phone gaming," he says, "but with 
a few exceptions the games themselves have been rather disappointing, 
both in technical quality and play value." 

Should the new games take off, Mindscape has indicated that it would 
eventually publish standalone Amiga versions. 



TABLE-TASTIC! 

Chun Li, Blanka, Roy, Honda and the rest of the street-fight in' gang 
are back in the arcades from this month. This time around, though, 
they face the perils of the silver ball rather than each other's fists and 
feet, as Street Fighter II achieves the ultimate in arcade accolades - its own 
pinball table. 

Developed in close co-operation with CapCom by pinball specialist Got- 
tlieb, the table features all of the game's major characters and elements - 
Chun Li's helicopter kick, for example, appears as a ball obstacle, and the 
table also features a miniature car for the player to flatten. 

Like most current pinball games. Street Fighter II can be played by up to 
four players and features sampled speech among its sound effects. 



Gottlieb presents 




We challenge 




SUPEMARKET 
WARS! 

After months of media hype, 'commerce conflict' has finally hit the 
JK in the shape of Tomy's new handheld, the Barcode Battler. 

Just in case any of you have managed to miss the millions of news sto- 
ries which have heralded this new gadget's arrival, the Battler makes use 
of standard consumer product barcodes to add extra 'power* to its games. 

Players have to cut out the codes and attach them to special cards before 
'swiping' them through the machine's reader. The codes work at random, 
so you'll never know if your Corn Flakes barcode is going to be more valu- 
able than your Frosties until you actually try them both out. 

The game itself is a numbers-based affair (that's right - no graphics!) 
played either by one player against the machine or by two players head to 
head. 

The Battler has been on sale in Japan for well over a year now, and has 
already clocked up sales of more than 1.5 million. Tomy expects a similar 
reaction over here, but popularity in Japan is no guarantee of success in 
Britain - just ask the Nolan Sisters. 

The Barcode Battler is available now, priced at around £40. 

IT'S BAD AND 
IT'S BACK! 



I TV's first ever computer and 
video games show Bad Influence 
proved to be such a hit first time 
around that it's to return later this 
year for a second series. 

The show, made by Yorkshire 
Television and starring Andy Crane, 



will pick up where it left off in the 
second week of September and will 
run for 26 weeks. 

Recently released figures show 
that Bad Influence's audience aver- 
aged roughly four and a half mil- 
lion viewers a week. 
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I HAVE A DREAM! 



Cyberdreams, the US compa- 
ny which brought us the 
nightmarish graphic adven- 
ture Dark Seed reviewed in the 
February issue of The One, has set 
up shop in Europe, just in time for 
the announcement of its next 
release. CyberRace. 

Just as Dark Seed was devel- 
oped in collaboration with the 



Alien artist H.R. Giger, CyberRace 
has its own Hollywood connec- 
tion in that it has been designed 
by Syd Mead, a designer whose 
credits include Blade Runner. 

The game is a 3D combat and 
racing game, featuring digitised 
actors and ray-traced vehicles. 
Due for release later in the year, 
CyberRace will feature an inno- 



vative packaging style, complete 
with metal model of the space- 
craft you race in! 

Of special interest to long-term 
readers of The One (or maybe not) 
is the news that Cyberdreams' 
new European operation is to be 
headed up by none other than our 
former advertising manager Mark 
Scriven. 



MADNESS AT 




G 



remlin has racked up some 
serious credibility points by 
joining forces with the recent- 




ly-reformed Madness to produce Mad- 
ness: House of Fun. The game, which 
should hit the software shops in time 
for Christmas, will feature a new char- 
acter. Nutz, and many of the band's 
greatest hits. 

Gremlin spokesman David Martin is 
full of praise for the world-famous 
Nutty Boys band (how could you for- 
get Baggy Trousers?), saying: "Some- 
times you get endorsements where the 
people concerned just leave things to 
you. but Madness are really involved 
with and interested in this game " 

In addition to teaming up with the 



nutty boys. Gremlin also has new of one 
of its own home-grown stars, as Zool 
II has been pencilled in for a late Octo- 
ber release. Details are scarce as yet. but 
news which has emerged from the 
firm's Sheffield base suggests that the 
Ninja from the Nth Dimension may find 
himself helped along by a glamorous 
female accomplice this time around 
believed to be called Zoosie. 

The arrival of Zool II seems somehow 
inevitable, as recently-released figures 
reveal that the original Amiga versior 
of the game sold well over 80,000 
copies. 



STRIPTEASERS 

...It's been all change at 
Commodore this month, as Kelly 
Sumner has quit as managing 
director after less than 12 
months in the job. Sumner, who 
has left to head up the European 
arm ot the major American soft- 
ware company GameTek (the 
original company behind 
Humans) will be replaced by two 
joint managers. David Pleasance 
and Colin Proudfoot. None of 
these changes should have any 
affect on the launch of 
Commodore's top secret CD 
games machine, which Is still 
expected to hit the shops in time 
for Christmas... 

...The European Leisure Software 
Publishers Association (ELSPA) is 
to beef up Its battle against soft- 
ware piracy with the help of MP 
Emma Nicholson. "If British com- 
panies are going to continue to 
lead the world in interactive 
entertainment product, then the 
government has to play its part 
by protecting them with laws 
which can be understood by the 
police and upheld by the courts," 
says ELSPA's spokesman Roger 
Bennett... 

...Millennium's aquatic secret 
agent James Pond is scale-ing 
new heights of popularity, as the 
publisher has sole-d him off to 
appear in his own comic strip in 
kiddie's TV magazine Look In! 
and on a range ot T-shirts. "We 
expect to trawl huge net 
profits." says a Millennium 
spokesman... 



...Good news and bad news for 
flight sim buffs this month. The 
good news is thai a new fanzine 
has been launched entirely dedi- 
cated to the subject. The bad 
news Is that The Computer flight 
Sim Journal (as the new publica- 
tion is called) is entirely 
produced In Australia. The 
Journal features reviews, tips 
and articles on flight sim-related 
topics such as great aces and his- 
toric aircraft, so if this seems to 
be enough to make a telephone 
call to Australia worthwhile, you 
can contact the editors (03) 578 
0010 for details of how to sub- 
scribe... 

...Psygnosis is currently beating 
its chest and vigorously blowing 
Its own super-large trumpet at 
the recent announcement that it 
has become the first ever soft- 
ware company to win a coveted 
Queen's Award for Export .The 
award comes mainly for its push 
into Japan, which has recently 
seen the first release of its forth- 
coming Amiga CD blaster 
Microcosm (the Japanese release 
was for Fujitsu's FM Towns 
machine)... 

..Do mark has launched a new 
label for all of Its forthcoming 
sports sims. Going by the name 
of Champions of Sport, the label 
will kick off with International 
Rugby Challenge, an updated 
version of Championship 
Manager, Pro Golf and Formula 
One Champions... V 
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NICE BIT 
O r KIT! 

Mk JB odel kt! specialist Revell has come up with what must rank 
laf I as one of the most unusual uses for any homo computer 
I W| ever - a series of model kit building programs. 

Scheduled for release on CD TV only, the programs will allow the 
user to 'build' a model car, boat, aeroplane or whatever from com- 
ponent parts, and then to make use of the completed craft within 
a suitable game. 

The first title to appear in the new range will be Motor Stars, a col- 
lection of exotic cars including the Bugatti EB110, the Porsche 911 
slant nose', the BMW Nazca M12 and the Lamborghini LP500S. 

Once the player has constructed these dream machines, he or she 
can then take them out for a road test, as the CD also contains a 
complete race game. Future titles, which will be available in time for 
Christmas, will include High Tech Aircraft and American Street Cars. 

"These releases add an exciting high-tech dimension to model 
building and will revolutionise the way consumers build models in 
the future," says Revell's international marketing manager Paul Bal- 
lantyne. "It extends the fantasy of building and racing the car of your 
dreams in a super-charged game which keeps its players on the edge 
of their seats." 

D I D. DONE DID IT! 

Digital Image Design {D.I.D. ) has nailed its colours firmly to the Ocean 
mast by signing a an exclusive development deal with Ocean Soft- 
ware which will tie it to the Manchester-based publisher for its next 
six games. 

The seven-figure deal is believed to be the biggest of its kind signed 
between a publisher and developer. It cements an ongoing relationship 
between D.I.D. and Ocean, who have previously collaborated on F-29, 
RoboCop 3 and Epic. 

D.I.D.'s managing director Martin Kenwright is understandably pleased 
with the new agreement: "This is obviously the deal of a lifetime for us," 
he says. "And it's equally good news for other independent development 
teams, as other publishers are bound to lead where Ocean follows." 

Ocean's Gary Bracey is equally enthusiastic, saying: "Digital Image 
Design is without question the leading light in 3D games development," 
he says. "With this agreement coming hot on the heels of a major invest- 
ment in Ocean's own in-house development technology, we are now well 
placed to make serious inroads into the future of CD gaming." 

The first game scheduled to appear under the new arrangement will be 
Dominion (once known as Odyssey or Epic 2 to its mates), currently hav- 
ing a soundtrack applied by the venerable goth icons Alien Sex Fiend 




WE ARE GOLDEN... 

This is not a budget game' - or so it says on the mysterious flyer 
which we've just received from Finland. What it is is Stardust, a 
shoot-'em-up from newcomer Bloodhouse which allegedly makes 
use of all sorts of technical wizardry including ray-tracing and six- 
channel stereo sound - and all for the 'not budget' price of £16.99. 

YOU'RE BOOKED! 

Stuck in Street Fighter 27 Rattled by Robocod? Bamboozled by the 
Blues Brothers? Driven zany by Zool? (Okay, we get the message - 
Ed.) Well worry no more, because help is at hand in the shape of 
the Amiga Gamer's Guide, a 368-page compendium of hints, tips and 
cheats for more than 300 of the most popular Amiga games of all time. 

Packed between the Guide's paperback covers are extended player 
guides on 26 major releases - from 



Another World to Zak McKracken 
(taking in such notables as Kick 
Off 2 and the Shadow of the Beast 
trilogy along the way) - while the 
appendix contains cheats and 
level codes on many, many more. 

Edited by Dan Slingsby, editor 
of our sister magazine CU Amiga, 
the Guide is published by Bruce 
Smith Books (a company which 
until now has specialised in pro- 
ducing manuals for Amiga techies 
on such riveting subjects as mas- 
tering the C compiler) and will set 
you back £14.95. 

By the way, the cover contains 
the words 'Volume One' so we 
reckon that there might be a few 
more in the pipeline. Interested 
parties can contact Bruce Smith 
Books on (0923) 894355. 





Volume One 
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GOING FOR 
GOLD! 

Booming Brummie publisher 
US Gold will attempt to freeze 
out the opposition this Christ- 
mas with a 10-event game based on 
the forthcoming Winter Olympics. 

The winter games, which are now 
held every two years instead of four, 
are due to take place in Lillehammer 
in Norway next February. 

US Gold's game of the games will 
feature all of the winter favourites, 
including downhill skiing, the giant 
slalom and so on, and will accom- 
modate up to four players. 




LUNCH BREAK! 



■ t seems as though someone at 
I Mindscape's development 
I team is one sandwich short of 
a picnic, as they're to follow the 
release of Alfred Chicken with 
another edible offering... Pierre 



le Chef: Out to Lunch. 

Forty-eight levels of gastro- 
nomic platform hopping are 
promised, as the culinary conti- 
nental searches six countries for 
his missing ingredients which 



have been taken from him by his 
arch rival, Le Chef Noir. 

Each country is themed by fea- 
turing its own national dishes and 
a suitably ethnic soundtrack, 
while all of your old platform 
favourites - power ups, secret 
rooms and so on - will all be in 
there somewhere. Food fans 
should prepare themselves, as the 
feast begins in September. 

On a slightly more serious note, 
Mindscape is also set to release 
the latest 'software toy' from 
Maxis, SimLife. Converted from a 
Macintosh and PC original, Sim- 
Life allows the player to create all 
manner of abstract life forms, 
both plant and animal, and watch 
how they grow and develop. 

"The game is based on real sci- 
entific information on genetics, $o 
that the ecosystems which play- 
ers create could actually exist," 
says SimLife's designer. Ken 
Karakotsios. "But Sim Life is also 
open-ended enough so that peo- 
ple can create experimental 
worlds that only live in their 
imaginations." 






THE AMIGA TOP TEN 

1. Desert Strike (EA) 

2. Reach for the Skies (Virgin 
Games) 

3. Body Blows (Team 17) 

4. Premier Manager (Gremlin) 

5. B-17 Flying Fortress 
(MicroProse) 

6. The Chaos Engine 
(Renegade) 



7. Sensible Soccer V1.1 (Rene- 
gade) 

8. Superfrog (Team 17) 

9. Lemmings 2 (Psygnosis) 

10. Historyline 1914-18 (Blue 
Byte) 



This chart is kindly provided by Virgin Games Cen- 
tre. If you're after software give 'em a try - they 
should have a store near you. 




SOCCER Kit) HAS REACHED THE LAND OF YUMMY 

CHOCCIES + YUKKY GREEN VEGETABLES 

BELGIUM! TO HELP HIM IN HIS QUEST TO FIND 
THE WORLD CUP HE ENLISTS THE HELP OF A 
WELL KNOWN BELGIAN DETECTNE 




YES ; .COUGH;,THERE 
ISH'T MUCH TIME TO 
FINDlTiSPlUTTER*; 
TO SNAKE MATTERS 
WORSE I'VE CAUGHT 
YOUR BAD COLD 
iSHIFF.'f 



SCRIP' W JQM JA*£S. 



I&ET YOU ARE AS 
'SICK AS A POIROT! 





Ameaqre Prices 



uames 




CRUISE FOR A CORPSE 
CRYSTAL KINGDOM DiZZY 
CRYSTALS OF ARBOREA 


19 95 
'395 
796 


10GREAT GAMES INOTI20Q) 


2095 


CURSE OF ENCHANTIA (1MB] 


2395 


iNtnin 


20 95 


D-DAY 


2395 


3D CONSTRUCTION KIT 2(1 MB) 


33 95 


D-GENERATON (1MB) 


1295 


4TH ft INCHES 


7*5 


DALEK ATTACK 


1295 


A-TRAJNiIMB) 


2395 


OaMy Tnoropson J Oiynoic Cnailerqe 


696 


Abandoned Place* 2 (1MB NOT1200) 


2395 


DARK QUEEN OF KRYNN (1MB) 


2195 


ADVANCED DESTROYER 5*1 


7 95 


OAS BOOT 


12 95 


AFTER BURNER 




DEATH KNK.HTS OF KRVNN (iMBl 


20 95 


AIR BUCKS (1MB) 


20 95 


DELIVERANCE 


17.95 


A!R SUPPORT 


1795 


DELUXE PAINT IV 


59.95 


ALIENS (1MB) 


20 95 


DELUXE PAINT IV AGA 


67.96 


Alien Breed • Special Editon 92 (1MB) 


695 


OESERT STRIKE 


20 96 


AMOS 3D 


23.95 


DICK TRACY 


795 


AMOS COMPILER • 


20.95 


DIZZY COLLECTION 


1796 


AMOS PROFESSIONAL (1MB) 


37 95 


DtZZV PANIC 


896 


ANARCHY 


795 


DIZZYS EXCELLENT ADVENTURES 


1796 


Arwrt Art ol War in the Sk*a (1MB) 


23 95 


DONALD S ALPHABET CHASE 


17 96 


Another world 


1795 


DjONK 


13.95 


AOUATIC GAMES 


1796 


DOODLEBUG 


17 95 


ARCHER MAClEANS POOL 


1795 


DOUBLE ORAGON U (NOT1200) 


795 


ARKAN0ID II ■ REVENGE OF DOH 


696 


DRAGONS LAIR III (NOT1200I 


2095 


ARUQ IP 3EDD0N1 


2095 


DREADNOUGHTS 


2599 


ARSENAL THE COMPUTER GAME 


1795 


DREADNOUGHTS • BISMARCK 


1296 


ASSASSIN (1MB) 


17 95 


DREADNOUGHTS • IRONCLADS 


1296 


B-17 FLYING FORTRESS (1MB) 


2395 


DREAM TEAM 


1796 


BANE OF THE COSMIC FORGE (1MB) 


2599 


DUNE (1MB) 


2095 


BARBARIAN 1 iBUOGETl 


696 


DUNE II (1MB) 


20 95 


BARDS TALE 3 


895 


Dun. Mailer thacs SlrMes Back | IMBl 


20 95 


BARDS TALE Coo&lruCKX! K* |1MB) 


2095 


OYNA BLASTER 


20.95 


BAT 2 (1MB) 


2395 


EASY AMOS (1MB) 


25 99 


BATMAN - CAPED CRUSADER 


6 96 


ELITE II -FRONTIER 


26 95 


BATMAN - THE MOVIE 


696 


Emif! Hurjtiet InCI Soccer (NOT1200) 


7. 95 


BATTLE CHESS 


995 


'^MDTBOp) 


20.95 


BATTLE ISLE 


2095 


Escape from Planet of Robol Monsiers 


6.96 


■ SCENARO DISK VOL 1 


1396 


ESP ANA • THE GAMES 92 (NOT 1200) 


B) IE 


Bants ri Britain • Their Fnesl Hour (1MB} 20.06 


EURO FOOTBALL CHAMP 


17S6 


BATTLE TOADS 


■ 7 fn 


EUROPEAN CHAMPIONSHIPS 1992 


17.96 


BATTLEHAWKS 19*2 lNOT»| 


1296 


EXODUS 3010 (1MB) 


20 95 


BCKrD 


17 JB 


EYE OF THE BEHOLDER 1 ( 1MB) 


20 95 


BEACH VOLLEV (NOT1200) 


>. 


Eye ol me Beholder 11 (1MB NOT 1200) 


23 95 


BIG RUN 


1 B M 


F-16 COMBAT PILOT (NOT 1200) 


7.96 


BILLS TOMATO GAME 




F-29 RET ALIA TQR (NOT.) 


1796 


BIRDS OF PREY 1 1MB) 


2395 


FA PREMIERE LEAGUE FOOTBALL 


1796 


BITMAP BROTHERS VOL 1 (NOT&W) 


1795 


FALCON 


11 95 


BLACK CRYPT 1 1MB! 


1795 


- CCflMTERSTRIKE DATA DISK 


795 


BODY BLOWS (1MB) 


1995 


FIREFIGHT DATA DISK 


795 


BOSTON BOMB CLUB 


795 


FANTASY WORLD DIZZY 


69G 


BRAIN BLASTER 


696 


FASCINATION 


2095 


BUBBLE BOBBLE 


696 


FIRE AND ICE 


1795 


BUBBLE :: Z2l 


696 


FIRE FORCE (NOT1200I 


17.95 


: ■ i 


696 


FIRST DIVISION MANAGER (NOT600) 


696 


BUNNY BRICKS 


17 95 


FLASHBACK CMB) 


22.95 


CAESAR (1MB NOT 1200) 


20.95 


FLIGHT OF THE INTRUDER (NOT-) 


1295 


CAMPAIGN 


23 95 


FLWBOS QUEST (NOT.) 


795 


CAPCOM COLLECTION 


ao,K 


football Director 2 1 tMB) 


795 


CAPTAW DYNAMO 




FOOTBALL MANAGER 3 


1795 


CAPTIVE 2 


20.95 


FORMULA 1 GRAN0 PRIX (1MB) 


2396 


CARDOUOt 


1*96 


Gateway to Savage Proctor (1MB) 


2195 


CARNAGE 


| M 


GAUNTLET II 


696 


CARRIER COMMAND |NOT1200| 


796 


GAUNTLET ill 


14 99 


CARTOON COLLECTION 


17 95 


GHOSTBUSTERS 2 (NOTi) 


696 


CASTLE MASTER 


696 


GHOULS N GHOSTS (NQT6O0) 


696 


CASTIES(IMB) 


20 96 


GNOME ALONE 


1795 


CELTIC LEGENDS (NOT1200) 


20 96 


GOAL 


22 96 


CENTURON 


B95 


BOBuiins 


1795 1 


CHAMPIONSHIP MANAGER <1M8) 


17 96 


GOBUINS 2 


20 95 


CMAMPlC'i:>-> p MANAGER N 


1796 


3009 


17 95 


CHAOS ENGINE (1MB) 


1795 


Sta"a<n Goocn s C'oel ■'MC NOT 1200! 20 95 ' 


CHASE HOI 


£96 


GRAHAM TAYLOR'S SOCCER (1MB) 


1795 


CHESS CHAMP-ON 2175 


13 96 


GUNSHIP 2000 


23951 


CHESSUASTER 2100 


y. 




1795 


CHUCK ROCK 2 • SON OF CHUCK 


' ' )> 


HARPOON ■ EDITOR 


1395 


CHUCK V EAGER 2 


H V; 


HARPOON VI 2.1 


23 95 


CISCO HEAT 




HARRIER ASSAUL-.i'MBi 


2395 


CIVILIZATION (1MB) 


a u 


HEA2 OVER HEElB 


696 


COMBAT AIR PATROL (1MB) 




HEROQUEST 


7.95 


COMBAT CLASSICS (1MB) 




HEROQUEST - TWIN PACK 


n aa 


CONFLICT KOREA (1MB) 


a 96 


HER0QUEST2 


17.95 


COUNT DUCKULA 2 


696 


HISTORY LINE (I914.'918)(1MB) 


23.95 


CRAZY CARS 3 


'795 


HOME ACCOUNTS 2 


SMS 


CRAZY SEASONS 


1795 


HOOK 1MB] 


17.95 


CREATURES 
CREEPERS INOT1200I 


*7« 
20.96 


HOT HATCHES 
HDVERtP" V 


17.95 
6.96 



HUCKLEBERRY HOUND 
HUMANS (NOT 12001 
• Jurauc Levels iStaru-alene) 

tu 

IMPOSSIBLE MISSION 2 (NOT.) 
Indiana Jonas ft Fait AD (ACT) ( l MB) 
Indiana Jones 4 Pale All. (ADV) (IMS) 
Indiana Jonas A Last OuvMe (ACT) 
Indiana Jonas & Last Crusade IADV) 
INTERNATXXAL 5 A SUE 
INTERNATKJNAL GOLF 
iWERNAi UNAl BUBff challenge 
INTERNATIONAL TRUCK RACING 
ITALY 1990 

JACK NlCKLAUS GOLF 

J HKMaua Unsm Go* (Accolade) (1MB) 

JAGUAR XJ220 ( 1 MB NOT 1 200) 

JAMES POND 

JM POWER 

JOE & MAC - CAVEMAN NINJA (1MB) 
JOHN MADDEN S FOOTBALL 
KEYS OF MARAMON 
« }M\ 

KICK OFF 11(1 MEG) 

KICK OFF II iGarts ol Europe) iNOT.) 

KICK OFF II (Return 1D Europe) (NOT.) 

NO PIX (NOT12OO) 

KIND WORDS 3 (1MB) 

KNIGHTS OF THE SKY (1MB) 

LEEDS UNITED CHAMPIONS 

Legend ol Kyrandia ( 1 MB NOT 1 200) 

LEMMINGS I ORKilNAL) 

LEMMINGS2 (1MB NOT15C0) 

LEMMINGS DOUBLE PACK 

LEMM'NGS LEVELS lAdOon .emon) 

LETHAL WEAPON 

LIFE ft DEATH 

LINEKER COLLECTION 

LINKS (1MB HARO DISK) (NOT1200) 

LINKS - BAVHILL 

UNKS- FIRESTONE 

LINKS - HYATT DORADO 

LIONHEART (IMBl 

LIVERPOOL FOOTBALL 

LOCOMOTION 

LOMBARD RAC RALLY 

LOST DUTCHMAN MINE 

LOTUS ESPRIT TURBO CHALLENGE 

LOTUS iii-Tie Ultrmale Challenge (<MBi 

LOTUS TURBO CHALLENGE II 

MAGIC STORYBOOK (1MB) 

MAGIC LAND DIZZY 

MANCHESTER UMTB1 

MANCHESTER UNITED EUROPE 

MAVIS BEACON Teacnea Typog V 2 

MCDONALD LAND 

MEGA SPORTS 

Mega-lo-Mania/lst Samurai (NOT1200) 




20 95 
696 
696 
1795 
2599 
696 
1295 
696 
696 
1795 
696 
69G 
696 
2095 
'7.95 
696 
'596 
1795 
'7.95 
995 
20 95 
17 95 
696 
696 
1795 
36 95 
23 95 
1795 
23 95 
1795 
20 95 
2095 
1395 
17.95 
1295 
1 1 K 
23 95 
12.95 
'295 
12.95 
'995 
1796 
1795 
696 
696 
7 96 
17 96 
796 
BO H 
696 
796 
1795 
2095 
17 95 
1795 

iMfl 




Please note 



NOT* moans sohwaro is noi 
compaltile mm iho loflowtnq mode 
500 Plus. 600. 1200 



MEGAFOflTRESSitMH, 
MEGAfRAVELlER 1 (1MB 
MEGATRAVEHER2 (1MB 
MERCENARY 3 
METAL MUTANT 
MICHOPPOSEGOlF.iMfl) 

micrqpf-ose 50ccep, 
midnoht resistance (not*) 
mini office (1mb) 
moonwalker (not*) 

MOTDRheal. 
NARC 

NEW ZEALAND STORY (NOT.) 

N*k FaUe 5 Ciamponshp GWl (1MB) 

N Manseis Wond OamponsMp (1200) 

N ManselSWondChampcoshipjiMB) 

NiNJA REMIX 

NO GREATER GLORY 

NO SECOND PRIZE (NOT6O0) 

NOOD*S PLAYTIME 11MB) 

NORTH ft SOUTH 

OMAR SHARiFS BRIDGE (1MB) 

OPERA "I OK COM6A- 

0PERA- :•'< T HbNDB«On 

OPBMITION/.OLF 1 NOT-. 

OmANDER 

PACIFIC ISLANDS 

PANG (NOT600) 

PANZA KICK BOXING 

PARASOL STARS 

PENPAL 

PERFECT GENERAL (1MB) 
■WW? DATA DISK (1MB) 
PGA TOUR GOLF ■ COURSES DISK 
PGA TOUR GOLF PLUS 
PICTIONARY 
PINBALL DREAMS 
PINBALL FANTASIES (1MB) 
PIRACY ON THE HIGH SEAS (1MB) 
PIRATES 
PLAVDAYS 

POOLS OF OARKNESS 1 1MB) 
POPULOUS HPIU5(1MEG! 
POPULC JSfPROUiED LA'OO 
POSTMAN PAT 3 
POWERMONGER 

^OWERMONGER DATA DISK (WW1 ) 

PREMIER MANAGER 

PREMIERE (1MB NOT 1 200) 

PRIME MOVER 

-liNCECf =ERSi« 

PRO TENNIS TOUR ' |NOT.) 

PROJECT X (1MB) 

PUSH-OVER (1MB) 

PUTTY (1MB) 

RTYPEI 

RBI BASEBALL 2 
RAGNORAK 

RAILROAD TYCOON (1MB) 

RAINBOW COLLECTION (NOT) 200) 

RAINBOW ISLANDS 

RAVING MAD 

REACH FOR THE SKIE5 

RICK DANGEROUS I 

RICK DANGEROUS II 

ROAD RASH 

ROBOCOD NO -AX' 1 

ROBOCOPI 

ROBOCOPIll 

ROBOSPORT 

ROOLANO 

ROME (AD 92) 

RUGBY COACH 

RVF HONDA 

SABRE TEAM ('MB) 

SCRABBLE 

Soc-el ol Monkey Island (1MB NOT.) 

Saxvtl ol Monkey Island II (1MB) 

BENSaBLESOCCEP 

SHADOW OF THE BEAST HI 

SHADOW WARRIORS 

SHAOOWORLDS(IMB) 

SHOE PEOPLE 

SHOOT EM UP CONSTRUCTION KIT 
SHUTTLE (1MB) 
SILENT SERVICE II (1MB 



14J 
7.95 
2395 

I M 

M 

4995 

6.96 
12.95 

696 

696 
23 96 
20 95 
20 95 

795 



17.95 
1795 

696 
23 .'. 

795 



BO BS 
20 95 

696 

7.95 
1795 
■ B6 
B6 
'396 
"» 
. ; i 1 

6 96 
1796 
1995 
2096 
1096 
1795 
2195 
23 95 
1 ] BB 

696 
BUS 
1195 
17.95 

eo aa 



17.95 
17.95 
1795 



25 95 
23 95 
1395 

696 
1795 

22 95 
696 
795 

1795 
1795 

696 
1795 
20 95 

795 
20 95 

995 

795 
'795 
1995 
17.96 

26 95 
17.95 
20 BB 

696 
1795 
795 
796 
2095 

23 95 



SIM ANT 

SIM CITY • ARCHITECTURE 1 
SIM CITY - ARCHITECTURE 2 
SIM CITY - TERRAIN EDITOR 
SIM CITY OELUXE 
SIM CITY POPULOUS 
SIM LIFE 

SLEEPWALKER (1MB) 

SLEEPWALKER (AMIGA 1700) 

SLICKS 

SMASH TV 

SOCCER KID 

SOOTY ft SWEEP 

S a ACE CRUSADE DA'AQBjH 

SPACE CRUSADE pus MISSION DISK 

star blade 
storm master 
strategy masters 
street fighter (not.) 
5treet fighter? 1 1mb) 

STRIDER 
STRIKE p_El : I 
STRIKER (1MB) 
STRIKER MANAGER 
STUNT CAR RACER 
SUPAPlEX 
SUPER CAULDRON 
SUPER FROG (1MB) 
SUPER MONACO GP 
SUPER OFF ROAD (NOT 1200) 
SUPER TETRIS (1MB NOT 1 200) 
SUPERCARS 
SUPERCARS II (NOT1200) 
SUPERHERO (1MB) 
SWITCHBLADE II 
SWIV 

'I Mi 9UZLTR 
-EHVir.ATOH 11 

"HE MAN A iit l \ iMBi 
THOMAS THE TANK ENGINE 
"HO MAS THE TANK ENGINE 2 
TOTAL RECALL 
TOYOTA CEUCA 

TREASURES ol Savage Froraer (1MB) 

T VIA. PURSUIT 

TROODLERS 

TROLLS (1MB) 

TuRRICAN 

TURRICAN II 

TV SPORTS BASEBALL 

TV SPORTS BOXING 

ULTIMA 6 (1MB NOT600) 

UNIVERSAL MONSTERS 

VIDEO KID 

VIZ 

VROOM (NOT 1200) 
WALKER 

WAR IN THE GULF (1MB) 
WAXWORKS (1MB) 
WMG CXa*WWOERI(IMB) 
ND30O 

WORLD CLASS LEADERB0ARD 
WWF EUROPEAN RAMPAGE 
ZAK MCKRACKEN 
ZOOL (1MB) 
ZO01 1 AM 16.4 taOO] 



2395 
795 
795 
795 
2395 
2095 
ZD K 
2' 95 
2' 95 



1795 
696 
1395 

17.95 
7.95 
795 

2195 
7.95 

19.96 
696 

1095 

1795 
796 
696 
696 

1795 

1995 
795 
795 

17 95 
696 
795 

20 95 
795 
7.95 



B H 
96 

- 

6 

21.95 
' : S5 

• ; 
1 it 

696 ■ 

1 : v 
1 ;■ 

I • if 
17 1. 

- it 
■ 10 

I I it 

209S I 

J . 

_ ■ 'fb 

1 - ^ 
-<->> 

■ " 'V, 

'0 M 
'7.95 
17.95 I 



Disk Boxes 



SOa 

10 
40 
50 



100 
120 
150 
150 



5l«iDacl 



BA IgjMi 



Price 

0 94 

4.95 
560 
6.30 
1495 
680 
■ 75 
1096 
2195 



All our disk boxes are supplied with 
keys and dividers 




ESE PRICES APPLY TO BOTH MAILORDER AND GAMES CENTRE CUSTOMERS 



Credit card orders 1 0 am to 1 0 pm 

071 608 0624 

7 days a week (not an answerphone) 

can also FAX your order to 071 608 0688 



Try before you buy at our 

Games Centre 

Mon-Fri Warn to 8pm & Sat 10am to 4pm 

Nearest underground Old Street (2 minute walk ■ take e*tt 2) 




for 




Users 



Educational 3.5" Disks 



CAVE MAZE 
FRACTION GOBUNS 
MATHS WAGONS 
PICTURE FRACTIONS 
REASONING WITH TROLLS 
TIDY THE HOUSE 

ANSWER BACK JUNIOR QUIZ (6-11 1 
ANSWER BACK SENIOR QUIZ (12-ADJ 
FRENCH MISTRESS 
GERMAN MASTER 
ITALIAN TUTOR 
MATHS ADVENTURE |6-1*» 
SPANISH TUTOR 
MEGA MATHS (A LEVEL)* 
MiCRO ENGLISH (8-GCSE) 
MICRO FRENCH (BEGIN* RS GCSEl 
Mrtro German iBog GCSE Bu»ints»| 
WCRO MATHS (H-GCSE) 
MICRO SCIENCE (B-GCSE) 
PRIMARY MATHS COURSE (3- 1 21 
READING WRITING COURSE (3-B) 
ALVINS PUZZLES 
PAINT POT 2 
SHOPPING BASKET 
WHICH'' WHERE' WHAP 
BETTER MATHS 1 12-16) 
BETTER SPELLING |8- ADULT) 
JUNIOR TYPIST (5-10! 
MAGIC MATHS (A-6) 
MATHS MANIA (81?) 
THE THREE BEARS |5-10) 
ADI ENGLISH (1 1-1?) 
ADl ENGLISH (12-13) 
ADI ENGLISH (1 3- U) 
ADI ENGLISH (14-15) 
ADI FRENCH(11-12) 
ADI FRENCH (12-13) 
ADI FRENCH (13-14) 
ADI FRENCH (14-15) 
ADI JUMOR COUNTING (4-5) 
lOR COUNTING 16-7) 
i<OH READING (44) 
ICR REAf 
(11-12) 

(1M3), 
(13-14) 
-114-1! 
.2(frB> 
2 (OVER I 
.2(1 

FUN SCHOOL 3 (5-7) 41 
FUN SCHOOL 3 AVER 7) 
FUN SCHOOL 3 (UNDER ! 
FUN SCHOOL 4 (5-7) 
FUN SCHOOL 4 (7-11 1 
FUN SCHOOL 4 (UNDER 5S) 
MERLINS MATHS 
PA*! AND CREATE (OVER 53) 
SPELLING FAIR [7-13) 






I OK 
10S5 
1095 
10 95 
1095 
1095 
1599 
15B9 
1599 
1599 
IS N 
1995 
1599 
1695 
1695 
1895 
1895 
IBM 
1895 
1695 
I8» 
1395 
1395 
1395 
1395 
1995 
1995 
1495 
1995 
i ■*-">" 
1995 
1795 
1795 
1795 
1795 
1795 
1795 
1795 
1795 
1395 
1395 
1395 
1395 
17B5 
1795 
1795 
1795 
695 
695 
695 
1795 
1795 
1795 
1795 
1795 
1795 
1795 
1795 
1795 



Joysticks 

125. 

Amga Analogue Adaptor 
(um any PC analogue |OyU» on Anagaj 
Convention Pro WOO-Pac* t 
Ffee*neei- digital ; 
Ma.srck 1 (0S126F) 1 
Mawrek 1M l0S138F)Aff 1 
MegatttrAf (SV133) 1 
NavgaioiAF 1 
Python 1 (O9130F) 
PylhonlM(OSI37F) 
Quickray I TurW (SV121) 
SpeedXingA'F 1 

. | --i.il, -I . 1 

Star Prw» 1 
Supenjiarger (SV123) 

Trw Bug (green or MadO 1 

si(SVl27) a 



4 99 




Qty DSDD DSHD 



10 
20 
25 
30 
35 
40 
45 
50 
BO 

too 

120 
150 
200 
250 
300 
400 
500 
600 
1000 
2000 

nod 

•000 
BDOO 
10000 



530 
10.35 
1266 
14.75 
16 90 
1895 
21.10 
22 95 
36 35 
41.70 

H (Q 

60 95 
76 75 
97 30 
11630 
154.50 
164 65 
223 50 
364 30 
776 50 
1065 75 
140145 
1721 BO 
3325 20 



7.80 
15.35 
18.25 
21.80 
25 20 
2fl ib: 



61.90 
72.40 
*' 1 SB 
115.75 
1*3.30 
(70.78 
221.70 
269.65 
320.60 
524.40 
101B75 
1498 15 
1957 50 
239S.BC 



All our disks are fully 
guaranteed and Include labels. 



Miscellaneous 

4-Player aaaouy 696 

Head 0»aner |3 5*) 3 75 

MtW HOUM 295 

Mouse Mai 295 

PMhi DortirtanaiDnMUi MO 

Parallel Pnnwr Cable (2mi 6 60 

SCART caoe 9 49 

Woixstatton lor 500 6 500- 4295 

Womslation lor 600 3795 

WoiHsatton lor 1200 3995 
(WorUUlMxa ncLde mouae rrui. 
mouse nouae and dun cow) 

Dual Covers 

Amga 500 3 65 

Amiga 600 3.65 

Amiga 1200 ' 3.BS 

PMe* CMBftU m hi VDU 696 

Star LClOaenea printer 7.66 

Star LC24 ser»i pnnter 6.99 

Printer Ribbons 

SWLC1Q?Q'1OTW»INX10ai) 4 50 
Sl«r LC1QWKW colour lN)(100Oa) 680 

Star LC200 Oar> (ZX9) 625 

SlarLC2OOc0our|ZX9CL) 1230 

Slai LC24 ser« Bac* (224) 650 

Star lC?4 serai colour (X24CLI 13 75 
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Compilations 

10 GREAT GAMES (NOT1200) 20.95 

CARRIER COMMAND CHICAGO 90. 
FERRARI FORMULA ONE. NIGHT HUNTER. 

PICK ti Pl_E. PRO TENWS TOUR. RICK 
DANGEROUS i. SATAN SUPER SKI. XENON 
II • MEGABLAST 



2-HOT 2-HANDLE 2095 

uCvKN AXE SHADOW rVARMORB 
SUPER OFF ROAD RACER. TOTAL RECALL 

ADVENTURERS 17.SS 

CORPORATION HUNTER. SUPREMACY 

AIR COMBAT ACES (NOT*) 20.95 

FALCON. FIGHTER BOMBER. GUNSHrP 

AIR SEA SUPREMACY (NOT1200) 
20.95 

CARRIER COMMAND. GUNSHIP, P47 
THUNDERBOLT. SILENT SERVICE. WINGS 
MEG) 

AWARD WINNERS 17.95 

KICK OFF II HA MEG). PWE MANIA 
POPULOUS. SPACE ACE 

BITMAP BROTHERS - VOLUME 1 
(NOT600) 17.95 

cadaver. spee0ball2, xenon i 

capcom collection 20.95 

dynasty wars, forgotten worlds, 
ghouls n' ghosts. last duel. led 
storm, strider. strider 2. un 
squadron 

cartoon collection 17.95 

cjs elephant antics. seymour goes 
to hollvwooo. slightly magic spike 
a transylvania. treasure island 

DIZZY 

DIZZY COLLECTION 17.95 

FANTASY WORLD D12ZY FAST FOOD 
KWW SNAX. MAGICLAND DIZZY. 
TREASURE ISLAND DIZZY 

DIZZY'S EXCELLENT ADVENTURES 

17.95 

BUBBLE DIZZY. KWIK SNAX. PANIC DIZZY. 
PRaNCE OF THE YOLKFOLK SPELLBOUND 
DIZZY 

RAVING MAD 17.95 

MEGA TWINS. ROEOCOD. RODLAND 



DataGEM 

has supplied computer hardware end 
software to tens o> thousands crl san*11ed 
customers since 1987 

Amiga Atari PC Sega 

Trust us to have aft vou need 



Hardware 

A500 Enxnacn upgrade *ttn dock 

A500 Ewanaon upgiMe wlhoul cbch 

A500pus RAM upgrade 

A600 Ejejinelon upgrade win ckxk 

Amga eww 3 5" 136TPldo» Or** 

RoDoanifl ( Au» mouse 'loyecK switch) 

Uouae 

J>Fi Stereo Spea<ers 
.>>•■■ Scanner 
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DREAM TEAM 17.95 

SIMPSONS. TERMINATOR «. WWF 
WRESUEMANlA 

FANTASTIC WORLDS (NOT1200) 
23.95 

MEGA-LO-MAMA, pirates. POPULOUS. 
REALMS. WONDERLAND 

FOOTBALL CRAZY 17.95 

KiCK OFF II (1(2 MEG), KICK OFF II (FINAL 
WHISTLE). PLAYER MANAGER 

MAGIC WORLDS 17.95 

CRYSTALS OF AR80REA. DRAGONS 
BREATH. 5T0RM MASTER 

MAX (NOT.) 20.95 

NIGHT SHIFT. ST DRAGON. SWIY. 
TURRCAN II 

MEGA MIX 20.95 

AGONY. LEANDER. ORK 

MONSTER PACK 2 17.95 

AWESOME. KILLING GAME SHOW 
SHADOW OF THE BEAST II 

NINJA COLLECTION 13.95 

DOUBLE DflAOON I DHAOOM HHM 
SHADOW WARRIORS 

PSYCHO'S SOCCER SELECTION 
20.95 

INT. SOCCER CHALLENGE. KICK OFF II (1(2 
MEG). MANCHESTER UNITED WORLD 
CHAMPIONSHIP SOCCER 

aUATTRO POWER MACHINES 6.96 

GRAND PRIX. NTTFtO BOOST CHALLENGE. 
PRO POWER BOAT. VIOLATOR 

RAINBOW COLLECTION (NOT 1200) 
13.95 

BUBBLE BOBBLE. NEW ZEALAND STORY. 
RAINBOW ISLANDS 

SIM CITY DELUXE 23.95 

sim err* SIM CITY - ARCHITECTURE 1 
_SIM CTTY ■ TERRAIN EDITOR 

SPORTS MASTERS 20.95 

ADVANTAGE TENNIS EUROPEAN 
CHAMPIONSHIPS 1992. INDIANAPOLIS 500. 
PGA TOUR GOLF 

STRATEGY MASTERS 21.95 

BATTLE MASTER. CHESS PLAYER 2150. 
HUNTER. POPULOUS. SPHMT OF 
EXCALIBUR 

SUPER ALL STARS 17.95 

CAPTAIN DYNAMO. CJ IN THE USA. 
MAGICLAND DIZZY. ROBIN HOOD LEGEND 
QUEST. STEG THE SLUG 

SUPER SEGA 20.95 

:^ai>.OOWN HWA1 QOLDENAXE 
SHNOBI. SUPER MONACO G P 

SUPER SIM PACK 18.95 

AIRBORNE RANGER. CRAZY CARS II. 
INTERNATIONAL 3D TENNIS. ITALY 1990 

SUPERFIGHTERS 17.95 

FINAL FIGHT. PIT FIGHTER. WWF 
WRESTLE MA NlA 

THE GREATEST (1MB) 21.95 

DUNE. JIMMY WHITE'S WHIRLWIND 
SNOOKER. LURE OF THE TEMPTRESS 

COMBAT CLASSICS (1MB) 20.95 

668 ATTACK SUB. F 15 STRIKE EAGLE II. 
TEAM YANKEE 




Cheques/postal orders to 
DataGEM Limited 

Department THO 

23 Pitfield Street, London N1 6HB 

Pnces include UK postage and VAT and are etlecirve until 
30th June 1993. On overseas orders, postage Is charged at 
cost New titles will be sent as released and are suojeel to 
manufacturers' price reviews. All orders taken subject lo our 
lerms and conditions. E.&O.E. 



Credit card orders 10 am to 10 pm 

071 608 0624 

Jm 7 days a week (not an answerphone) 

You can also FAX your order to 071 608 0688 




LETTERS 




You lot are bonkers! We couldn't believe some of the stuff you wrote 
in to tell us this month. Good work, keep it up! And, of course, any 
particularly exceptional or merely brilliant letters get Star Letter status 
and £50 worth of software, which can't be bad. Why delay? Write 
today! Send your scribblings to: Letters, THE ONE, Priory Court, 30-32 
Farringdun Lane, London EC1R 3 All Or, if you're particularly flash, 
why nut FAX us on: 071 972 6710? 



SOUNDS 
GREAT! 



Dear The One. 

Recently, I have been wondering 
what realty provides the atmo- 
sphere for a game. Then it came 
upon me - it actually happens to be 
the scui.dtrack/music. You may (or 
may notj laugh a bit at first, but 
think about it carefully... What 
would Lemmings be without its lit- 
tle ditties? Everyone likes Lem- 
mings, for sure, even though the 
giaphics aren't amazing. The main 
reason is that the Lemmings have a 
gieai deal of character to them and 
do you know what boosts their 
character? The music. 

Unfortunately, none of the recent 
soundtracks appear to have any real 
tune to them. I can remember 
Monty On The Run on the Com- 
modoi e 64 and I'm sure that anyone 
who has played this classic game 
will agiee with me that it has to 
have one of the best soundtracks 
ever. During Rob Hubbard's C64 
period, he composed some classic 
tunes but I've heard recently that 
he's wasting his time on the 
Megadrive's tinny sound-chip, 
which is a great shame. 

As you may or may not know. I 
am a real Lemmings fan and was 
looking forward to purchasing the 
sequel. However, after seeing (or 
should that be hearing?) it at my 
friends. I had little incentive to buy 
it (it's now on my shopping list as 
'not essential'). And you can guess 
why. can't you? The soundtracks 
are just crap remixes of well- 



known bagpipe or Egyptian tunes, 
and although suitable, they lack the 
atmosphere of some of the origi- 
nal's classic ditties. 

It occurs to me that even when 
we have CD quality sound with mil- 
lions of sound channels or whatev- 
er, we'll still be listening to out-of- 
time and tuneless music. 

Nathan White, 
Walsall. 

P.S. I am planning to buy the Chaos 
Engine; could you please tell me if it 
has a good soundtrack in it. 

Yes, The Chaos Engine has brilliant 
music, now please go away. 



ANTIQUE 
ROADSHOW 

Dear The One. 

As an avid reader of your magazine, 
it was with great delight that I 
bought the May issue containing 
the Boulderdash clone. Balder's 
Grove. Imagine my disappointment 
to discover that because I have an 
antiquated machine running only 
Workbench 1 .3 I am unable to sam- 
ple its delights. I had up until now 
been considering buying a copy 
from many of the PD outlets, but 
none of these made mention of it 
only running on Workbench 2.0. 

I tried loading various PD Work- 
bench clones, but clicking on The 
One (C) icon revealed merely an 
empty box! Finally, reaching the 
purpose of my letter, is there any 
easy way of running this program. 



short of buying an Amiga 500+? 

Terry Edwards, 
Sutton. 

The short answer is no, sadly. 
Obviously we normally try to put 
games on the disk that will work with 
everybody's Amkjas but Balder's Grove 
only took up a tiny bit of spare disk 
space and as it was so good (sorry to 
rub it in) we thought it was worth stick- 
ing on. We'll try not to let similar things 
happen again in the future, okay? 



NOT-SO- 
TOUGH NUT 

Dear The One, 

I'm writing in reply to Martin from 
Darlington who had his letter print- 
ed in the May issue. I find cheats 
very useful as I've been stuck 
halfway through a game on a num- 
ber of occasions and have been 
unable to get any further without 
the use of passwords and cheat- 
modes. 

Not all of us are perfect like Mar- 
tin - maybe he should write com- 
puter games or take up stamp col- 
lecting as he must get fed up with 
finishing every game he buys with- 
out having to use cheats. 

Finally, have you ever thought 
about having a pen-pal section In 
your mag so that readers can write 
to each other about games, game- 
swaps and general info? I think it 
would be a great idea. 

Mark Barlow, 



Maidenhead. 

We have considered doing a sort of 
'contacts' page and it would be a 
nice thing to have but in the past 
we've found that unscrupulous 
types exploit such sections to sell or 
swap pirated games. So the answer 
is no. unfortunately. 



QUESTIONS, 
QUESTIONS... 

Dear The One, 

I've noticed that several letters you 
print aren't letters at all, more an 
endless list of questions. Can't you 
give these people a separate area of 
the magazine, a Question Corner if 
you like, so that the Letters pages 
can remain virtually question free? 

Rebecca Coombes, 
Southampton. 

Well, your letter would go in there 
straight away, wouldn't it? But, sar- 
casm out of the way. that's not a 
bad idea. What do other readers 
think? 



EXAAA 
WORRIES 

Dear The One. 

I've got a couple of suggestions for 
you which you'd better print 
because I should be studying for my 
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exams instead of writing this. 

First of all, could you do a special 
article about musicians and graphic 
artists who have made a record or 
something on television? This way 
I can show it to my PC "friends' and 
laugh at them. 

Also, can you do a special edition 
with tips only? The best thing In 
your magazine is the Kill Zone and 
I have seen a special edition by 
Amiga Power or Action or some 
other inferior Amiga Magazine. 
Don't stay behind the times! 

Niels Royers. 
Holland. 

What a bitter and twisted young 
manf Don't you think those PC 
scruffs have got enough to worry 
about without you waving yet more 
evidence in their faces proving that 
the Amiga is the best computer in 
the cosmiverse? As to your bumper 
Kill Zone magazine suggestion, 
we're thinking about it,.. 



STAFF 
WRITER 



Dear The One, 

Just a short note to declare my 
undying love for Kathy Staff. I think 
she's completely brilliant and any- 
one who says otherwise can sod 
right off. 

Paul Hart-Wilden. 
Southend. 

Fair enough. Paul. Each to their 
own... 



SAD 



Dear The One 

After reading the May issue or your 
excellent magazine. I'm afraid I have 
a complaint. How could you do it? 
Do you have no taste? I am, of 
course, referring to the hideous pic- 
ture of Elton John. 

Now, if it had been Madonna 
(phwoar, etc) I would have bought 
every single issue of The One from 
all the newsagents in my area, but 
there you go. 

I'm willing to let is pass just this 
once, but please try not to let it hap- 
pen again) 

Gary Mitchell. 
Basildon. 

Well congratulations. If you wanted 
to make Simon cry then you've suc- 
ceeded. How can you utter such 
blasphemy against the marvellous 
Elts (as we call him, he being yet 



another one of our great showbiz 
mates)? As the tunesmith who 
penned such classics as Crocodile 
Rock, Nikita and I'm Still Standing 
we take great exception to your let- 
ter. We wouldn't mind so much but 
you then go on to say you like 
Madonna... Need we say more? 



YO-HO-HO! 

Dear The One, 

Sorry for bringing up this old chest- 
nut again, but I've just read your 
April '93 Work In Progress on the 
latest James Pond adventure. Oper- 
ation Starfish, and I am seriously 
bothered by... yes, you guessed it, 
piracy. 

This latest Millennium goody is 
due for release on the A1200 in May 
but the standard version isn't com- 
ing out until September, because of 
the threat of piracy. 

About twelve months ago. I laid 
out nearly three hundred of my 
hard-earned 'greenbacks' on an 



A600, which included a 'freebie' 
flight sim. Over the past twelve 
months I must have been offered 
over one hundred pirate copies of 
different Amiga games, but I can 
categorically state that I have not 
taken a single one. Being fairly hard- 
up. though, I still have only three 
titles in my collection*- but at least 
they are all originals. 

When are these pirates going to 
get a life and realise that this latest 
move of releasing an A1200 version 
before the standard one is just the 
next step towards the total aban- 
donment of games for the ordinary 
Amiga? 

And it's no good expecting the 
pirates to shoulder all the blame 
either - if ordinary gamers didn't 
pay them their £1 a disk (or what- 
ever they charge) then the pirates 
would soon 'bobby-off' and occu- 
py themselves in some other equal- 
ly meaningless pursuit. 

So, my message (or is this becom- 
ing a sermon?) is... stand up and be 
counted, because it's no good 
expecting the software companies 
to keep carrying the costs of being 



ripped-off • sooner or later they will 
simply pull the game-plug and then 
we'll all suffer, innocent or not. 
Yours in hope. 

Glenn Turner, 
Brimington. 



X-WING 
WHINGER 

Dear The One, 

The main reason I'm writing to you 
is about X-Wing on the Amiga. 
When I opened the April issue and 
looked at the contents, I noticed 
that X-Wing was in your News sec- 
tion. My heart started beating real- 
ly fast and my fingers were quickly 
running through the magazine. I 
made it to the News section and 
started to read. The joyous feeling 
of having X-Wing on the Amiga was 
shattered into little bits of rage and 
anger. I didn't laugh at the joke. (Oh 
dear, sorry - Ed.) 

I'm not complaining to you, 



FRONTIER AFFRONTERY 



Dear The One, 

Ever since I worked up to the rank of Elite and got 
fed up looking for missions, I have eagerly awaited 
the sequel to the best game of all time - Elite 2. How- 
ever, since your twelve-page Work In Progress sev- 
eral months ago, nobody has seen or heard anything 
else. And since it was meant to be released at Christ- 
mas (Christmas '92, I mean) where is it? Please use 
your incredible influence to at least get a release date 
for all the millions of Elite fans out here. We can't 
wait much longer. 

James Priddis, 
Amersham. 



Dear The One 

Before I begin, I would just like to make a couple of 
comments. Ahem. 

100,000,000,000 planets. Elite. Intergalactic exclu- 
sive. Argh! Braben is God. I wanna be a pirate. Four- 
teen months. This man is dangerous. No! No! No! I 
want Frontier and I want it now! Death to Konami. 

There, finished. In case you haven't guessed, this 
concerns that game of games. Frontier. I'll say it 
again. Frontier, Frontier, Frontier. Just that word gets 
me trembling. 

Let me begin my sad, sad story. I first heard of 
Frontier in July 1992 and consequently wet my 
trousers (the shopkeeper was very understanding). I 
formed a committee which would worship Frontier 
and his excellency Mr David Braben (severe tugging 
of forelocks). 

We kept up the religion by worshipping the Elite 
manual and reading The One Work In Progresses up 
until September 1992 when the WIP ended, but the 
vigil remained because we knew it would be out by 



January. Time went by, I sold my 500+ and bought 
an A1200 and then January came. I think you can 
guess the rest. 

After January came February, then April as the 
release date. I wept heavily bun new that I could 
hold out for those extra couple of months. The rest 
of my tribe (namely D. Rowe) defected to the word 
of G. Lucas and left me to face the release date. 
NOW! Now. I find that Frontier will not be out until 
June and somebody even told me that a certain TV 
show says it's out in September, making it fourteen 
months I will have waited for it. There aren't many 
school desks left to scribe Frontier onto, I am des- 
perate. 

Maybe (and I mean MAYBE) I could wait until 
September if nurse gives me enough of those nice 
yellow pills. I might just make it but I have one last 
thing to scream, I don't know if it even works on my 
A1 200. SSSSSSSSSSCCCCCCCCCCCCCCCCCCR- 
RRRRRRRRRRRRRREEEEEEEEEEEEEEEEEEEAAAAAAAA 
AAAAAAAAAAMMMMMMMMMM!! !!!!!!! Mill 

Thank you for listening. I'm going to see the nice 
doctor for my medication now, a nice three-hour 
blast of Elite and maybe another read of The Dark 
Wheel and your WIP. 

Patient #100,000,000,000, 
Arkham Asylum. 

P.S. Wibble. 
P.P.S. Frontier. 

Believe me, we're as desperate to see the game as 
you are (well, nearly). Latest word is the game is 
very, very nearly finished - that man Braben does 
like to get it right, you know - and should indeed 
be on sale in September. And apparently it does 
work on the A1200 and very nicely too. Not long to 
wait now. Really. 



LETTERS 



just like to say a few words to 
LucasArts and US Gold: t have 
bought several of your games and 
have found them of good quality. I 
know you use Amigas for your 
Industrial Light and Magic so I don't 
want to hear any of this crap that 
Amigas can't handle the graphics 
and animation. I think that you 
American programmers should get 
off your lazy butts for I and every 
other Amiga owner knows that 
there is not a better computer in the 
world for graphics and animation 
than the Amiga! 

The new Amiga 1200 and 4000 
are out now. I suggest you take full 
advantage of this machine - both 
these machines can beat a 486 any 
day. Thank you for listening. 

Jim Millard. 

It's true. There's no real reason, 
technically anyway, why X-Wtng 
couldn 't be done on the Amiga, cer- 
tainly the A1200. It's a pity but., 
that's life. 



DIVE, DIVE, 
DIVE! 

Dear The One. 

Having just read the May edition of 
The One, I have to say that I'm 
bloody furious. No. not with you. 
but at some of the software hous- 
es who seem to be ditching the 
Amiga just as Commodore have 
breathed a much welcomed breath 
of fresh air into the market place. 

Not long before Commodore 
released the A1200, I was seriously 
thinking about buying a PC, espe- 
cially as even an Amiga fanatic such 
as myself couldn't deny the excel- 
lent software being developed for 
the PC. After the launch of the 
A1200, I immediately fell in love 
with this all-new powerful machine 
and bought one as soon as my old 
lady would allow it. bless her little 
cotton socks. 

I mean, you could run most of 
your current games, promises of 
cheaper hard drives at last, ten to 
fifteen A1200 only games by East- 
er 1993. the likelihood of many 
quality PC titles ported over as well 
and at an affordable price. Who 
could ask for anything more? 

So here we are, six months down 
the road. Easter has come and gone. 
What do we find? Many top devel- 
opers pulling out of the Amiga, lit- 
tle or no conversions of popular PC 
titles and no real quality Al 200 -only 
games, well, not for at least anoth- 
er six months. Although I do 
understand that games need a 
good twelve twelve to eigh- 



teen months in development why, 
then, are we promised a number of 
titles before Easter? Surely that 
wasn't a sales incentive, was it? 

Come on lads, the A1 200 is a win- 
ner - let's see some support. Already 
sales of this fine computer have 
topped 100,000 in three to four 
months and the trend is set to 
explode over the next year as 
gamers scramble to upgrade. I'm 
sure most A1200 owners are of a 
more mature age than the average 
gamer so I don't feel piracy will be 
a problem, at least in the short to 
medium term, so come on softies - 
stop listening to the gloom mer- 
chants and back the machine of the 
nineties. 

Pat McGrath, 
Luton. 

The situation isn 't quite as bleak as 
you paint it. There's little chance of 
the Amiga being dumped ■ it just 
wouldn't make sense, what with 
the huge user base out there. 

And you can rest assured that 
there IS loads of stuff coming out 
for the A1 200. Team 17. Millenni- 
um, Empire, Ocean, Gremlin and 
Psygnosis are just a few of the soft- 
ware houses already developing 
games that'll make full use of the 
Super Amiga. Yes, it is taking quite 
a while for these games to come 
through - its new machine, you see 
- but. rest assured, your patience 
will be rewarded. 



MADNESS... 

Dear The One, 

Having read the May issue of your 
astoundingly diabolical magazine. 
I must say that your standards have 
dropped dramatically. Allowing that 
Incredibly Bizarre' piece of surreal 
crap into your normally unbeliev- 
ably prestigious letters page was a 
dreadful mistake - not only was it 
unfunny, unimaginative and unin- 
telligent, it was was also complete- 
ly irrelevant to anything ever known 
in the entire history of this planet. It 
was also non-incredibly bizarre. 

You may just have thought of 
this desperately unentertaining 
drivel as a joke but. unfortunately, 
the consequences of publishing this 
petty excuse for a letter far escape 
your imagination. By allowing this 
deceptively innocent person a frac- 
tion of space in your monthly pub- 
lication you have unwittingly 
cleared the final obstacle from the 
pathway to supreme power and 
divine capabilities - yes. by printing 
this nonsense you have provided 
Neil Jack with the means to become 
a GOD) 



By giving this insane surrealist 
any amount of publicity at all you 
have given him the key to supreme 
godhood. Had it only been a normal 
letter and not the Star onethe limits 
of his powers would have been 
reduced slightly. 

He now has the supremely inane 
power to cast plagues of locusts 
and frogs and penguins, the ability 
to shorten queues at bank cash dis- 
pensers and the means to establish 
the Atari ST as a popular home com- 
puter. (Ohmigod! -Ed.) 

The only way to withstand his 
manic onslaught is to: 

(1) Read steps 2-7 of this list. 

(2) Obtain the lungs of a sheep. 

(3) Obtain the teeth of a sheep. 

(4) Obtain the eyes of a... sheep. 

(5) Put all the little bits of sheep 
into a jiffy bag (this part takes 
patience and persistence). 

(6) Pour approx. 25ml of yoghurt 
into said jiffy bag (the one with all 
the bits of sheep in it). 

(7) Sprinkle crushed chocolate 
digestives over surface of yoghurt 
(in the jiffy bag with the sheep). 

After completing these tasks 
(outrageous as they may seem), 
mail the jiffy to Mr Jack. The shock 
should dispell all of his godly pow- 
ers (but make sure you get his 
address right). 

On behalf of the world, thank 
you. 

Nolan the Wizened Wizard. 

P.S. Please hurry, as Mr Jack's ego 
has swollen to twice the size of a 
large male aardvark. 

Oh. our readers. Don't you just love 
'em? You try to tum the letters page 
into a forum for serious debate and 
what happens? You get this sort of 
garbage. I give up, i really do. 



SO SIZE DOES 
MATTER! 

Dear The One, 

I have only recently become an 
Amiga owner and there's one point 
I'd like you to clarify for me. And 
that is: Why is the packaging for 
computer software so big? 

This might only seem like a minor 
point, so I have listed a few points 
to substantiate my question: 

(1) Surely the move to smaller 
boxes would be better for the envi- 
ronment as it would use less card- 
board? 

(2) If the boxes were smaller then 
production costs would go down 
and software could be sold a little 
cheaper (hopefully by 50%. wishfull 
thinking). 

(3) Smaller packaging would pre- 



vent the disks moving too much and 
so eliminate the chance of the disks 
being damaged. 

(4) They wouldn't take up so 
much damn space (unless you have 
a spare garage). 

Regarding Point 2 you only have 
to look the Kixx budget range. 
They're packaged in smaller boxes 
and the price is reduced, and I 
assume they were packed in larger 
boxes when they were sold at nor- 
mal price. 

Mark Greenshields. 

Chichester. 

The size of game boxes is a puzzle 
that has perplexed philosophers for 
centuries. I agree that irs ridiculous 
when you get a new game and 
open it up all you find inside is a 
small leaflet and a couple of disks 
rattling about. On the other hand 
you get games like F1GP where the 
box is full to the brim with stuff. 
The reason Kixx games cost less isn't 
due to the size of the packaging - 
the difference in cost between a big 
box and a small box is negligible - 
but because the games are old titles 
re-released. 



THE NAME 
STAYS THE 
SAME... 

Dear The One. 

I'm writing to tell you something. I 
can't hold it in much longer. I've got 
to tell you. You might not believe 
this but my name Is David 
Unchurch, just like the editor of 
your magazine! I'm not lying - that 
is my real name! 

Anyway. I have a few questions: 

(1) For my birthday I'm joining 
Special Reserve and buying Body 
Blows, Superfrog and Sensible Soc- 
cer 92/93. Are these good choices? 

(2) I'm thinkinh of buying a sec- 
ond disk drives. But is it worth hav- 
ing one just for playing games? 

David Upchurch, 
Jacksdale. 

Good lord! Thats absolutely incred- 
ible! Do you know what? My mum 
and dad have got the surname 
Upchurch tool Isn't it a small world? 
As to your questions, yes, all the 
games you mention are top quali- 
ty, assuming you like beat-'em-ups. 
platformers and footy simsl Seri- 
ously, I don't think you'll go far 
wrong with them - enjoyl Second 
disk drives arc a handy luxury if you 
can afford them, removing much of 
the tedious disk swapping you get 
with a lot of games. 
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■ here would we bo 
H M without balls? 

■ M Nowhere, 

where. There 
■IV would be no Euro- 
vision Song Contest singer Michael, 
the Albert Hall wouldn't contain 
Hitler's other and you couldn't get 
drunk with your mates and have a. 



And more importantly, there'd be 
no game of foot. 

What, prey, would Dino Dini 
have done then? Not much, I can 
tell you. You see, the man's been 
responsible for arguably two of the 
finest soccer sims to grace the 
Amiga and now he's back in a big 
way with Goal! which you'll find 



SO JUST 



reviewed in this here issue. 

So pleased is Virgin with the 
sheer excellence of Dino's latest 
game that they've given us thirty 
(yes, thirty!) Adidas footballs to 
give away to you. They must be 
quite good because they've got 
Official Fifa Officiel' plastered all 
over them and their stitching and 



Loads and loads and loads and loads and here's just a small selection. 

If you've no proper girlfriend and you yearn for 
the days when you can be in the Family Way 
then win a ball and miss all the messy 
ts. Don't they look sweet? 




If 

you're 
really 

pathetic you 
can pretend 

you're a girl y by inserting one 
cunningly into your shirt. 
Unless, of course, you're a girl 
already in which case you can 
become Dolly Parton 
overnight. 



If you're a sensi- 
ble-type then 
you'll be 
wanting to 
exhale 
loads of 
times into 
the handy 
hole at 
the end 
of the 
football 
so that it 
will regain 
its proper 
shape and 
you can be 
down the pitch 
with the lads. 



shape is guaranteed for one year, 
no less. On top of all that. Goal! 
creator Mr Dini has personally 
signed every single one, making 
them strictly limited edition and a 
prize well worth having. 

Hey! Don't worry if you're not 
into kicking a spherical leather 
inflatable around a muddy pitch - 
there are plenty of other things 
that you can do with footballs, as 
we've found out. If you're wonder- 
ing why the pictures scattered lib- 
erally around this page show noth- 
ing more than a sad member of The 
One team with a squidged-up 
'thing' then we'd better let you 
know that if you are one of the 
winners, this will be how you 
receive your prize. 

We were expecting to have a 
right laugh kicking these balls 
around in the basement of EMAP 
Towers but Virgin decided not to 
inflate the balls otherwise they 
would have "needed to use a big- 
ger box". Our very own Mr Puff 
(Dave, obviously) had a go at blow- 
ing the balls up prior to our photo- 
shoot but because he's full of so 
much hot air, they kept floating 
skywards and we had to retrieve 
them with a butterfly net. 

THE COMPETITION 

You were wondering when we'd get 
round to this bit, weren't you? 
There's not much space left so I'll get 
down to the nitty-gritty right away. 
We want you to answer the 
true/false questions below, stick the 
answers on the back of a postcard 
and send it to: A Load Of New Balls 
Compo, THE ONE, Priory Court, 30-32 
Farringdon Lane, London EC1R 3AU 
to arrive here by 28th June after 
which we'll pick thirty winners out 
who will each receive an auto- 
graphed Adidas football. All the 
usual The One competition rules 
apply (whatever they are) and no 
correspondence will be entered into. 

THE QUESTIONS 

(1) A game of Snooker 
commences with a total of 
twenty one balls on the table. 
True or False? 

(2) There's a road called 
Batman Close very near to 
where top football stars (and 
the best team In London) 
Queens Park Rangers Play. 
True or False? 

(3) If you score a try in rugby, 
you're given the chance to 
attempt a Conversation. 
True or False? 
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uun.it would happen iff three highly-respect- 
ed fairies journalist were put in charge off 
their own software house? What would 
they do differently? David Upchurch talks 
to newly-formed Asylum and finds out... 
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Itt's a gorgeous sunny day in beautiful Bath. 
Only one tiny black cloud blemishes the oth- 
erwise clear blue sky. Apparently, according 
to the locals, it's there all year around, lash- 
ing rain and lightning bolts down on the 
offices of Future Publishing beneath, home to 
arch-rival Amiga Power and once working place 
of Bob Wade, Andy Wilton and Andy Smith. 

The trio have now left behind that Munsters- 
like existence and recently, last March to be pre- 
cise, formed their own software house, Asylum. 
It's an unusual move, but with well over twenty 
ycais worth of games reviewing experience 
between it's perhaps not so strange as it sounds. 
After all, you'd hope by now they'd know pre- 
cisely what makes a good game. 

After a wander down to the park to feed the 
ducks and a rather vicous pair of swans (and take 
a tew snaps), we adjourned to a nearby French 
restaurant. There, as the fine wine flowed freely 
and tongues were duly loosened, I set the tape 
recorder running and began to find out just what 
Asylum is all about... 



How did Asylum come to be formed? 

AS: Literally down the pub: "Gosh! Wouldn't it be 
nice to run a software house? Yeah, but look at 
us - we're just poor journos who don't earn a 
crust." 

BW: This is, what, about five years ago now, when 
we were all working on ACE together. That's 
when it was first seriously talked about it. 
AS: Yeah, we thought we knew what made a 
good game and we thought we could publish 
good games. So when the opportunity arose 
for us to support ourselves financially we 
thought yes, let's do it. 



So what made you want to become a soft- 
ware publisher? 

AS: Well, personally, after six years in magazines 
I felt like a new challenge, doing something dif- 
ferent. The computer leisure industry is great; it's 
exciting, it's fun. it's better than 
working in a shoe factory which I 
did for three years! And it's a laugh. 
BW: I mean, that's pretty much the 
reason I'm in it. It is a new challenge 
tor us. We've all done the journal- 
istic thing for a long time so this is 
a new challenge and it's going to be 
fun. We enjoy being involved with 
games. Concept... design... pro- 
gramming... marketing... you know, 
the whole business of computer 
games is a lot of fun for us and. nat- 
urally, we all also in it for the money. We'd be 
silly if we didn't admit we want to make some 
money out of it! 



How difficult is it to set up your own software 
company? 

BW: Not very. Once the decision is taken and 
you've got a game in development and you've 
got the finance to do it it's relatively straightfor- 
ward. 

AS: Knowing we had the game in development 
was the catalyst to getting the thing together. 
BW: The hardest part is having to deal with the 
financial side of it, the bureaucracy, the pure 
administration of it. The whole time you're hav- 
ing to take advice from accountants, solicitors 
and all of that, and unless you've ever done that 
before it doesn't come naturally to anybody. If 
you get the right professional advice and have 
somebody who can guide you through all the 



stepping stones then it's relatively simple. Then 
it's just a matter of finance and having something 
to sell. 

AW: Actually setting up a company isn't difficult, 
making it work is the hard part. So the real chal- 
lenge Is coming up. As a lot of 
people found out to their cost 
in the 80s, setting up a com- 
pany is easy but making a go 
of it is another matter entire- 
ly... 



For people 
to be predicting 
the death of the 
Amiga is insane, 
to be honest. 



Bob Wade, 
Asylum. 



So what are your aims with 
Asylum? 

BW: The aim for us always has 
been to basically produce qual- 
ity games, games that we 
would enjoy playing 

AS: That's the number one aim. We're not look- 
ing to publish twenty-five titles a year, or acquire 
huge licences, or sell four million units through- 
out Europe on the first day of ship out, or have 
six million people working for us... 
BW: We want to be a small company producing a 
relatively small number of games per year and 
to be able to spend enough time with each one 
so that we can make them how we want them 
to be. 

AS: We believe producing quality games will pay 
our wages! 

BW: To be honest we're aware we're not going to 
be producing games that will appeal to everyone. 
That's not what we're attempting to do. What we 
are trying to do is write games that will appeal to 
us and hopefully they'll appeal to other people 
too. If you try to please other people, you know, 
and create games that you think people will like 
then you're in to dangerous territory... 



ONEONONE 




(Lett) Here * 
the vicious 
swan the 
Asylum boys 
warned me 
about and 
(right) here 
they are 

feeding Ihe 

damn thing! 
AW: ...How do you know you've got it right? 



Being such a small company I guess your first 
release will be quite crucial... 
AS: Absolutely. Your reputation is only as good 
as your last game. Thing is, we wouldn't release 
a game unless we had complete faith in it so 
we're not too worried on that score. 



What do you think will set Asylum apart from 
other companies? 





AS: On a purely business/retail level the fact that 
we won't release anything until we know it's fin- 
ished and we can get it into the shops on a cer- 
tain day. On a customer level, I think simply the 
fact that... it's back to the old Imagine and Ulti- 
mate days, you know you're buying a good 
game. If you bought an Ultimate game you 
knew it was going to be great and you were 
going to enjoy it thoroughly. 



Unless you had a C64... 

BW: I liked those old arcade adventures, they 

were alright! You maybe managed to complete 

them a bit quickly but... 

AS: It was okay if you had a Spectrum... 

BW: Ultimate were the number one software 

house of their day and sold huge numoers 

because people trusted them. They'd bought 

Ultimate games before and hadn't been let 

down so they bought the next one that came 

along. 



Is that the same sort of feeling you want to 
create with Asylum? 

AS: Yeah. I'm not sure if every game we release 
will appeal to everyone who bought an Asylum 
game in the past. I'm sure we'll attract new peo- 
ple who like the particular genre we're doing. 
BW: When anybody buys an Asylum game we 
want them to walk away from it and say 'Yeah, 
I got my money's worth. There's obviously been 
a lot of work out into this. I didn't find any huge 
frustrations or problems with it. I got however 
many hours, days or months of enjoyment out 
of it...' 

AS: We want people to know that we realise that 
it's good gameplay that counts. 



What do you think you can bring, as former 
games journalists, to the games publishing 
business? 

AS: Experience of playing thousands of crap 
games! And knowing how to avoid making 
them. 

BW: That's a key thing. I always remember when 




Don't swoon girls! Here they are then, the three 
Asylum hunks. From left it's Bob Wade, Andy 
Smith and Andy Wilton. 



I was reviewing games that the games you had 
to spend longest playing were the worst ones, 
just to make absolutely sure it was that bad. You 
do that enough times and you get to know what 
drives people crazy. 

AW: All working on ACE at the same time we all 
kind of collectively realised that there are an 
awful lot of bad games out there. I think that 
■MHajaB^K people buy games that 70-80-90% but 
they don't buy games that get 40 or 
50% - they get filtered out by jour- 
nalists saying 'This is awful'. It's the 
sheer volume of those mediocre or 
awful games that makes you think 
well, I could do this better. 



Why do you think there are so 
many mediocre and bad games? 

AW: Well, I think a lot of it is just 
down to business considerations. I 
mean the big problem is that a soft- 
ware publisher doesn't get any money 
for developing a piece of software 
until it's done, until they can actually 
sell the damn thing. And that means 
continually they've got bills to pay 
and they get into cashflow trouble. 
They simply run out of money even 
though they're going to get loads if 
they can hang on and make a really 
great game... 

BW: The trouble with most software 
houses is that they're not run by 
games buyers, they're run by busi- 
nessmen. And you have to do it that 
way • it's got to run as a business. So the 
emphasis is very much on getting 'product' 
out there and getting it to make money. 
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I hate that term - 'product'... 
BW: That's what I hate. Within the industry games 
are afways referred to as 'product'. Now if you're 
going out to buy a game you don't think 'What 
product am I going to buy today?'. The industry 
tends to think in those terms too much. And I 
think that's why. yeah, sometimes stuff just gets 
pushed out because someone's got a deadline to 
meet and a lot of corners get cut- 



Do you think that's a problem you'll avoid 
with Asylum? 

BW: Yes. absolutely. One of our major aims in pro- 
gramming games is to produce high-quality 
games and not to announce release dates and 
place advertising until the game 
is actually finished.., 
AS: ...And we know when it's 
going to be on the shelves. A lot 
of people commit themselves to 
a date, spend a lot of money on 
a big marketing campaign and 
ueate a huge consumer demand. 
If the programmer then turns 
ciround and says I'm sorry, 
there's something here that's not 
going to work and it's going to 
take another three months to 
sort out then that blows the 
whole campaign and that's hun- 
dreds of thousands of pounds wasted to all 
intents and purposes. We'd rather ride the hic- 
cups and then do the good campaign and the rest 
of it. 



working title. 



So after that's released, what? 

AW: We've got germs of ideas for about three or 
four new games. 

BW: Our problem is we've got too many ideas for 
the resources available. We'll have to sit down 
and work out which ones we'll have mosf* fun 
with. 



So do you see yourself ever doing PC or con- 
sole stuff? 

AS: Yeah, if the product lends itself to it, if it's 
feasible, if we think it'll be a fun thing and if we 
can make some money out it. 
AW: From a development point 
of view, how much fun the 
hardware is to work on is very, 
very important. The main rea- 
son we're developing first on 
the Amiga is because I started 
working on the Amiga as it's 
the best piece of games hard- 
ware out there, as far as I'm 
concerned. It is a lovely 
machine. The A1 200 is just out 
of this world, but the A500 
machine is a damn good piece 
of hardware, tremendous fun 
to write for. I think you work best when you're 
happy. If we take a look at other pieces of hard- 
ware and they look fun and challenging then fine, 
but right now I see us sticking with the Amiga 
because it's such a wonderful piece of kit. 



ur problem is 
we've got too 
many ideas for 
the resources 
available. ■ ■ 

Bob Wade, * * 
Asylum. 



What's the reaction been from the software 
industry to you starting your own company? 

AS: Positive. Very positive, People have said they 
think it's excellent what we're doing. Big corpo- 
rations have wished us the best of luck. A lot of 
people are very pleased to see us going on to 
Amiga to start with. Although it's slightly more 
difficult to go onto console it's not impossible but 
a lot of people have said it's great that we haven't 
just jumped straight onto the consoles... 



Why is that? 

AS: I think the Amiga market is extremely strong. 
Last year was Commodore's best year for hard- 
ware sales ever. There's a huge A500/600 user 
base. And it's a great machine for producing great 
games. 

BW. A lot of people seem to have written it off 
already and that's crazy. The Amiga is going to 
around for a long, long time. There's a vast num- 
ber of people out there with them and they're not 
going to go away. For people to be predicting the 
death of the Amiga is insane, to be honest. 



So what can you tell us about your forthcom- 
ing game at this stage? 

AW: Well, not very much. It's... 
BW: ...Not a platform game! 

AW: My forte is solid 3D. Beyond that there's not 
really much I can say at the moment. 
AS: Sorry about thatl 



Do you see yourself doing any enhanced 
A1200 versions? 

AW: Definitely. I think it's going to take a little 
while for the dust to settle but the A1 200 can best 
be considered as another platform that's very sim- 
ilar to the mainstream Amiga. But it's got so much 
going for it. Everybody bangs on about the pro- 
cessor speed, but the amount of memory is very 
important and so's the number of colours. 
BW: Everyone keeps going on about CD but it's 



Bob Wade takes a break from shoving dry bread 
down duck's gullets to pose for the camera. 



Andy Wilton is Asylum's technical guru - he's been 
working on their first game for well over a year. 

just a storage medium. The A1200 is infinitely 
more exciting in its potential of what you can do 
with it. As with most computers it's going to take 
a while before people start extracting its full 
potential but I think people will still be getting 
excited about the A1200 long after CD storage is 
thought of as nothing more than another floppy 
disk. 



Finally then, where would you like to see your- 
selves in five years' time? 

BW: On the beach. 
AS: Retired, I think. 

BW: No, I'd like to see us as a well-established 
software house, doing two. three, four games a 
year, still a relatively small company, a dozen-fif- 
teen employees, still doing what we want to do 
when we want to do it and still putting out damn 
good games. 

AS: Even if we were on the beach we'd probably 
still want to be playing games. 



Well, Asylum, the best of luck to you. We look 
forward to your first release with interest... 



o 



Have you got a name for it yet? 

AS: Well, we've got a name we call it but we 
don't want to give it out yet as it's just a 



Andy Smith is handling Asylum's marketing and PR. He's also known to make many a girl's heart flutter 
around the software industry, much like my gorgeous self. 






THE CRITICS HAVE CAST THEIR VOTE - 

FLASHBACK IS THE WINNER 



it Flashback... 
outperforms Another 
World - it's by far the 
deeper game of 
the two » 

CtARAN BRENNAN 
Games Retailer (UK) 



tt This game has no 
equal in its field " 

DOMINIC DIAMOND 
Gamesmaster TV Series (UK) 



tt Just awesome!... 
best Mega Drive 
game I've ever seen 
or played! w 

PAUL GLANCEY 
Megatech (UK) 



tt ...there's over 
two-thirds of the 
year left and I can 
honestly state that 
Flashback is the 
game of the year! w 

SIMON BYRON 
The One Amiga (UK) 




available for your Sega Mega Drive, 
PC & Compatibles and Amiga 
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FEATURE 






So you wanna be a games programmer? Fancy yourself as 
a hot-shot artist, eh? Like to play games all day? Then the 
computer industry may well be right up your street. Simon 
Byron finds out how Mr Joe Public can get... 



■ t was just another fairly uneventful day at the 
I office. Mr Posty arrived, grumpy as ever, and 
I after a few ridiculing jibes about how we're 
as talented as something that's not very, he left 
to visit the pub next door "for purely medicinal 
reasons, you nosey gits". 

"Blimey, here's another letter from Jodie Fos- 
ter." moaned Dave, "when will she realise that 
I'm just not interested?" 

"Exclusives. exclusives, exclusives..." I declared 
as I sorted through the post. "When will some- 
one send us something interesting?" 

But then, there it was - a small but perfectly- 
formed package shifting amongst the others; 
its sheer brilliance singeing the letters next to it. 

Dave picked it up. "Ooh, my bloody hand." 
he cried, "that package is so hot it's given me 
blisters!" 



THE LETTER 

Hmm. quite important, this. Below is the letter 
we sent all the software companies, completely 
made up by us. Notice how it cleverly doesn't 
state that 'R. Evans' wants Blaster published, all 
he would like are comments on the design and 
implementation of the game or a job offer. There 
was an address of a safe house where the replies 
were to be sent but we've had to omit that for 
security reasons, obviously. 



• The company's address, always useful 
so that the reader knows where he/she 
works. Also a valuable time saver if you 
use window envelopes and can got the 
positioning right. 



• Opening paragraphs are one of 
the most important parts of a letter. 
If you make it lively, bold, informa- 
tive and amusing then the reader is 
likely to continue reading. It's a 
shame that we weren't talented 
enough to do that. 



• Lies, lies, lies. Our 'R. Evans' is a 
complete figment of our imagina- 
tions and his abbreviated life histo- 
ry is one big whopping untruth. We 
baffled 'em at every turn. 



• As we didn't know how to make a self- 
booting disk, we thought It wise to include 
some handy instructions on how to load the 
game. We think of everything, you know. 



Sasha, the lovely (and also heavily pregnant) 
Publisher's Assistant rose from her chair, adjust- 
ed her fashionable maternity dungarees and 
ambled over to the tearful Ed. Dave looked up. 
"Help me, for I am a fool," he cried, putting on 
what he presumed was a sorrowful face. 

"Grow up, Upchurch," shrieked Sasha. "I 
couldn't care whether you live or die, I've come 
to load up that obviously special disk." 

Until then we hadn't noticed what was inside 
the package but Sasha, because she's a practical 
girly and all that, had got its number and no mis- 
take. Wearing some conveniently discovered 
asbestos gloves, she moved over to the vast gam- 
ing area and selected one of our fifty trillion Ami- 
gas. 

The game was Blaster and the rest, as they say, 
is history. We contacted the writer, gave him a 



huge wad of cash and in return he gave us per- 
mission to put the game on our coverdisk. A few 
days later, when we were having a bit of a high 
score competition (which I won, by the way), 
Dave said the worst thing I've ever heard him say: 
"It might not look like much, but in terms of 
playability it's way above some of the dire com- 
mercial releases I've seen." 

A light appeared above his head. "I'm gonna 
do a feature on it. You know, like they did in 
Empire where they sent a script to film compa- 
nies and printed the results. It could be very 
good." Then he realised how much hard work 
was involved. "Erm, why don't you do it." he del- 
egated, "I'm too busy being an Editor. Or some- 
thing." 

So what you'll find over the next few pages 
are the results and if you've got any comments 
then please let us know. What it does show is the 
vast difference between some companies and the 
way they view the public's efforts. Far be it for us 
to name names, but it appears some software 
geezers wouldn't know a good game if it ram 
raided their offices in a huge yellow bus with 
'Good Game' plastered all over it.. 
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• The date. Brilliant 
source of reference 
and guarantees that 
any letter you receive 
back begins with the 
words 'Thank you for 
your letter dated 17th 
i March.'. 



be so 
ink 



^^^^ ct yoU 



yo «rsfa.thtu»y. 



ans 



• I look forward to your 
reply! Hat You bet we do. If only they 
knew that the Amiga games community 
would soon be reading their words of 
wisdom. 
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Here, in no particular order apart from alphabetic, is a list of the companies/devel- 
opers who received the letter one morning... 

Admiral Software Daze Marketing Gremlin Ocean 



DMA Design 



Audiogenic 
Bullfrog 
CodeMasters 
Core Design 
Creative Materials Grandslam 



Domark 
Electronic Arts 
Empire 



KRISALIS 



The first letter past and in the post was from 
those lovable funsters at Khsalis. The scrawl at 
the bottom of the page indicates that A. J. 
Kavanagh looked at Blaster, but he couldn't be 
bothered to sign it himself, giving the task to 
what looks like Claire L Brown Aren't we impor- 
tant enough for you 'A'? 

The letter itself is fairly informal. Note the 
'many thanks' as opposed to 'thank you', indi- 
cating that we're already great mates with 'A.'. 
He doesn't seem too interested in the game, 
though, but you couldn't really argue with the 
way he informs us. Fairly nice letterhead too, 
printed on expensive laid paper. Obviously doing 
alright for themselves. 

When I spoke to Tony (short for Anthony, for 
some reason, although some people prefer to use 
"Ant" which isn't very flattering and was also the 
name of that supposed hunk from out of Grange 
Hill - we'll stick with Tony for the time being) he 
admitted to not actually recalling the game. "We 
do get quite a lot in. They all get put on my desk 
and I immediately, and I mean immediately, go 
straight across to the computers and carefully go 



ICE 



Psygnosis 



Krisalis 
MicroProse 



Millennium 
Mindscape 



Renegade 
Virgin Games 
Zeppelin Games 
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through what's been sent in, just in case anoth- 
er lemmings turns up. 

"We look at everything that is sent in. Most 
of the letters we receive usually say 'please don't 
take any notice of the graphics - I'm not a graph- 
ic artist' so even if it looks terrible we'll still con- 
sider it Premier Manager came through to us 
before anyone else had snapped it up and we 
thought 'This is brilliant'. We immediately rang 
them up but were told 'Sorry, Gremlin's just 
signed it'. We don't want that to happen again. 

"We have got one game that is coming up 
which we've commissioned and it's our first title 
which has been developed out-of-house. When 
it came in, the animation was already absolute- 
ly unbelievable and the couple of lads who are 
working on the game were initially a little skep- 
tical because they'd had some offers from a 
French company in the past for another product 
and nothing came of it. These guys were really 
determined to get in the industry, even to the 
stage of one of them living off Social Security 
and the other getting kicked out of his parents' 
house because he wouldn't get a 'proper' job." 

"The problem nowadays is that you need to 
write games as a team whereas a few years ago 
you could do everything on your own. The 
majority of stuff that does arrive in the post is 
very laudable, we've offered jobs to some of the 
lads who have sent stuff in but it's rare to find 
anything which is of near-publishable quality." 

"Over the last three years or so we've been 
taking computer science graduates on and we 
now don't bother advertising anywhere apart 
from in the local press. These people read the 
adverts, come along and are desperate to gel 
in the computer games industry, both hardware 
and software. They're absolutely brilliant - we 
haven't take on a fully experienced pro- 
grammer for two years." 




MINDSCAPE 

Things are beginning to look up already! A fair- 
ly positive response from the Development Co- 
ordinator, and even the offer of an interview. Are 
we conversant with 65816. 6502, 6B000 and 
Z80? Not half, matey! And look how the person 
has signed her name simply 'Juliet'. Hmm, Juliet 
Byron. It's got a certain ring to it. hasn't it? I 
think I'll give her a call. 

"I'm not the one who does the reviewing," she 
claimed when I was finally put through to hpr. 
"Our product reviewer would be the person who 
assessed it but I don't know whether he's actu- 
ally looked at it yet. Unfortunately we have a 
large backlog of games to review at the moment, 
could I ask you to call back and speak to him per- 
sonally tomorrow?" 

Hmmm, maybe our first impressions were a lit- 
tle wrong - they hadn't even looked at the game 
when they sent us the letter. Charming! 



Dear Mr Evans 

Thank you for writing to Gremlin Graphic! and sending in 
your demo. 

We were very impressed with the presentation and 
design skills shown. You have obviously spent a consider- 
able amount of time and effort in completing this project 
and it should not go without a thank you. 

The plot itself seems an interesting idea, but, 
unfortunately, we feel it would not be suitable for our 
product range. 

Once again, thank you for your interest in Gremlin 
Graphics, and may we wish you every success In the 
future. 



Yours sincerely 



i 



Oiarmid Clarke 
Projects Manager 



W 




GREMLIN 



After we'd recovered from the retina-burning 
brightness of the letterhead, we were actually a 
little disappointed that the compliments paid by 
Projects Manager Diarmid Clarke didn't conclude 
with 'Here's loads of money and a job'. They do 
seem pleasant enough people, though, as the let- 
ter is one of the friendliest our imaginary R. 
received. 

"Blaster? R. Evans? Doesn't ring a bell," 
quipped Diarmid when I gave him a call. I decid- 
ed to read the letter out over the phone. "That 
sounds like our standard reply," he revealed. 
"Unfortunately I haven't been around for the past 
three weeks, I might not even have looked at this 
one." 

Typical. What do you need to do to catch 
Diarmid's attention, then? "The best thing to do 
is send something in which looks fairly profes- 
sional. We probably get about twenty to thirty 
send-ins a week which can vary from a demo to 
a letter asking for a job. Something which looks 
like it's been put together well and not just pho- 
tocopied and obviously sent to every other com- 
pany will generally interest us more. A video will 
also get more attention as it shows that the pro- 



grammer involved has got confidence in his 
work." 

Well, if Gremlin do actually load up a game 
then what do they generally look for? "If we like 
what we see then we can generally get them to 
improve any bits which don't actually come up to 
scratch. When Premier Manager came in it was 
obviously not as polUhed as the finished version 
but because it was already playable we could turn 
round and state what graphical enhancements 
we wanted. With something like a shoot-'em-up 
you need to be instantly able to pick it up and 
not just look at a hardware background." 

Do Gremlin employ many Joe Publics? "We do 
tend to take people in depending on whether 
what they send in is any good but it is rare - I've 
been in the industry for five years and I've only 
seen about half a dozen games taken on from 
send-ins. You get so much that is just the same, 
you know, scrolly demo messages and the like. 

"Graphic artists are easier to come across. We 
sometimes get some really good artwork sent In, 
but the problem that some people don't realise 
is that we aren't really interested in seeing digi- 
tised pictures which anyone can just scan in. A 
couple of people sent in some brilliant hand- 
drawn artwork and if we had a vacant position 
then we would definitely take them on." 
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MILLENNIUM 

Lethargic Ian Saunter is the man behind these 
words. Obviously not one for business letters. Ian 
demonstrates his dry sense of humour by open- 
ing with "Dear R.\ which we quite like. 

In terms of content, we couldn't have hoped 
for a better response. He's not exactly subtle in 
praise and we actually felt good about life after 
having read his letter. Trouble is, though, he's not 
the easiest of people to get hold of on the phone 
so chatting to him could present a minor prob- 
lem. 

After several "He's in a meeting, I'm afraid"*, 
we finally caught lan's attention long enough to 
hurl a few questions at him. 

"So you did it?" he replied after I'd explained 
about our little trick. "I was wondering why he 
hadn't replied to our letter. I was very impressed 
with Blaster. It was fast and it demonstrated a 
good grasp of what can be done with the 
Amiga." 

Unfortunately we'll have to stop right there 
as the rest of the tape contained loads of feed- 
back and stuff like that so I can't accurately tran- 
scribe the details of the remainder of the con- 
versation. I do know that Ian revealed that he was 
desperate to chat to the real 'R,' and that Mil- 
lennium always looked carefully at any games 
sent to them from the 'man on the street'. 




If you've got the talent and just a little bit of luck on your side then it's possible that a major 
software house wilt buy your game, much as Core Design did with Doodlebug. 

CORE DESIGN 

Another promising reply. Jovial Jeremy Smith, 
Core's so-called MO, responded with a concise let- 
ter which didn't really go into any great detail but 
the underlying message was promising if nothing 
else. He's looking forward to hearing from us 
soon, so let's put him out of his misery, shall we? 

"It was good if I remember rightly," recalled 
Jeremy. "It's hard remembering them all because 
we must get about ten send-ins a week." 

Jeremy reckoned that Core employs quite a few 
people as the result of send-ins. "I'd say that 
about twenty percent of our programmers have 
been taken on like that. It's the best way to get 
into the software industry, especially with com- 
panies like us. but If you apply to 



some of the larger companies then they tend to 
want to see a little bit more. We like to give peo- 
ple a chance to prove what they can do." 

Have Core ever commissioned anything from 
a send-in? "Doodlebug started off like that. The 
programmer sent us in the finished game and we 
signed it up there and then." 

It was at this point that Jeremy remembered 
why he 'looked forward to hearing from you 
soon'. "We're doing a game called Blastar and I 
wanted him to change the name of his game," he 
joked. 



MILLENNIUM 



Dear *R\ 

Thanks (or sending us jour demo uf Bluster for the Amiga. \\ < have 
taken ■ i""t al thr ;-.mn and ucrcr with vou iii.it il demonstrates a 
good level i»f proficiency with ||M machine. 

l! Is nul evert da) that we receive submissions of this standard, and 
whilst we would nol be present!* interested in puhlKhini: Ihis slvle of 
Eumr. 1 would be happy to see you in ( uinhnder to discuss the 
prospects or ynu working here as j games progrj miner . We are in the 
pence** of inters lew \na j number nf progr a miner* to join u» here, so 
your -ii li mi it timrly. 

I am unable to reach vou by phone in order to fix up an appointment, 
bul if vou would like to take thlnn» furlhrr. then please- call mr as -vnvn 
a* povsible so that we can net together. I look forward to hearing from 



Vou sincerely 



Ian Sunnier 
Development Director 




Dear Mr. Evans 



,o,w..-»»»" n9,r0n,yOU 
Kind regards 

jeremy H Smith 
Managing Director 
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BULLFROG 



Another 'Many Thanks', this time from Peter 
Molyneux (or Molineux. if you happen to work 
on a spelling-challenged Action mag). Kathy 
McEntee is the woman we're told to contact as 
she'd like to arrange a mutually convenient 
appointment with us. Sorry, love, it we're not 
really interested in arranging an interview our- 
selves, we'll stick with Peter, if it's all the same to 
you. 

"I was very Impressed with Blaster," he 
enthused, "and spent a lot of time playing it. It 
was obvious that he'd worked hard on the game 
and we'd be interested in meeting up with him." 

So what do Bullfrog tend to look for in a new 
game from a member of the public? 'The most 
important thing for us is originality. Blaster didn't 
have anything hugely original but there are occa- 
sionally indefinable qualities in a game which 
make it instantly playable. If someone can do 
everything in a game like Blaster off their own 
back and without anybody standing over their 
shoulder then they have got it in them to do a 
really, really good programming job. 

"We employ a fair amount of people 'off the 
streets'. I would say a good half of the people 
working here have been taken in on the strength 
of demos and games sent In. I think the best way 
of getting a job within the industry is by having 
something concrete to show - it's all very well 



ringing someone up and asking for a job but if 
you've actually got something to show then you 
don't have to rely on your personality to sell you." 

Surprisingly, Peter reckoned that Bullfrog only 
receive about two or three games a week. "The 
majority are really... not good at all. However, 
some may be really badly programmed with ter- 
rible graphics but if the idea is good then we'll 
certainly consider It." 



AUDIOGENIC 

Oh dear. It's time to shove a loaded gun in our 
gobs and pull the trigger - Audiogenic's letter 
isn't very nice at all. Peter Calver responded none 
too tactfully but at least he detailed his reasons 
for not thinking the game is as great as we do. 

"I'm just trying to remember which game it 
was, we get so many." Peter mused, "was it the 
Moon Cresta-ish one? Oh yes. as a PD thing, it 
was nice, the guy is obviously a competent pro- 
grammer but he's not an artist or a games design- 
er, which is what I said in the letter. 

"I'm not a shoot-'em-up fan myself but I got 
a couple of people who do like that sort of thing 
to look at it and one of them, someone who 
doesn't work for the company and is therefore 
a potential purchaser, didn't like it at all. There 



are a lot of programmers around but it's picking 
the good ones that is the hard part. We don't 
expect programmers to be able to design games 
but what we are looking for is attention to detail 
• the graphics may be awful but the collision 
detection needs to be spot on. 

What would Peter's advice be to people want- 
ing to get in the software industry? "It's very dif- 
ficult, seeing as there's no course you can take in 
learning how to program games. I've felt for a 
long time that the industry ought to set up its 
own training scheme as only the larger publish- 
ers can afford to teach new programmers. Com- 
panies like Argonaut take people in straight from 
university but it's difficult trying to run a business 
and train people at the same time. I think there 
would be a very big demand for some form of 
recognised course." 





Dear Mr Evans 

Many thanki for your letter dated 17th March 1993. We have read 
your letter with interest and invite you to telephone Kathy McEntee 
on the above telephone number with a view to arranging a mutual- 
ly convenient appointment for you to have an interview with us. 

We look forward to hearing from you and meantime thank you for 
your interest shown In Bullfrog. 

Your sincerely 




Peter Molyneux 
Director 



audiogenic 
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ZEPPELIN GAMES 

Now this was one of our big hopes, what with 
them being a budget publisher and all that, but 
it looks as if 'R.' will have to wait just a little 
longer before he can legitimately nosh at the Zep- 
pelin Games Staff Canteen (if they've got one, 
that is). That said, though. Gareth Brigg> was the 
first person to actually respond with construc- 
tive criticism which proves that he actually spent 
a good deal of time with the game. I gave him a 
call to find out a bit more. 

"When we evaluate a game, depending on the 
size, of course, we try to play through as much as 
we need to - even to the extent of finishing some 
of the demos we've received. Someone may well 
send something in which isn't very good but if by 
making a few changes we can get it up to pub- 
lishable standard then we will notify them of 
those alterations and ask them to send some- 
thing back. It can go on like this until eventual- 
ly, if they keep sending revised versions in. we'll 
end up with a marketable game." 

Does Gareth look at game designs as well as 
finished programs? "We look at everything. That 
said, though, a lot of game designs we do receive 
are just rehashed variations of the game the writ- 
er has just been playing. It's very difficult nowa- 
days to come up with a completely original game 
design." 



DMA DESIGN 

Simon Little and his DMA chums just scraped into 
the list of companies who replied within our time 
limit. Leaving it until the very last minute, imag- 
inary 'R.' was overjoyed to receive this compli- 
mentary letter, even if there was no job offer. 

Was what R. Evans did the best way into DMA 
Design? "Certainly a demo game is a start, but 
what is more interesting for us is to include some 
source code so that we can actually see how the 
person has gone about programming the game. 
A lot of the demos we get sent in are very much 
'demos' in the sense that there are lots of colour- 
ful balls floating around the screen and you have 
no idea how they've written it. 

"We don't receive that many demos but every- 
thing gets looked at. We've just received some- 



thing from some guys who live locally and we're 
taken those guys on so. yes, it does work." 

So how did Simon get into the industry? "I was 
into computing in the early eighties and then 
went on to do a joint degree in high-level and 
real-time programming. It was there that I met 
the founder of DMA Design. There are one or two 
of us who qraduated from that course who have 
ended up working for DMA, mainly because we 
know what the course was about and that it's rel- 
evant to games. A lot of degrees are very high- 
brow but don't go into the level of detail that you 
need to program games." 

TWELFTH HOUR 
REPRIEVE 

Electronic Arts and Psygnosis managed to reply 
just before the issue went to press and we 
thought it only fair to let you know. Neither 
offered any jobs and Psygnosis stressed that R. 
Evans's game scored very low originality marks. 



CONCLUSION 

A mixed response, 1 think you'll agree. It does 
show, however, that a few software com- 
panies really do take a lot of notice of 
'send-in' games so if you've got the talent 
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then it's worth spending a few quid on disks and 
stamps to distribute your stuff around. 

Also bear in mind a comment that a couple of 
people brought up; namely, that if your package 
looks as professional as possible then it's more 
likely to get attention. We realise that this 
shouldn't be the case as what matters at the end 
of the day is your programming abilities but - 
hey! - life is never how it should be. 

If any softcos have any reasons for not reply- 
ing that we don't know about then please let us 
know - we'll be happy to pass on any informa- 
tion. The reason that we didn't chase up the let- 
ters (as you should do) is that a few companies 
would pay more attention to us at The One than 
they would to a member of the public, and they'd 
probably fob us off with an excuse and write 
back within a few days with a reply which would 
not necessarily be the one we would have origi- 
nally received. You can't trust anyone these days. 




OH DEAR 

If you compare the list of companies who we sent the disk and 
letter to with the letterheads printed over the past few pages then you'll notice 
that some softcos just didn't bother to reply within the five weeks that we 
allowed (you do have to draw the line somewhere). 

There may well be countless. reasons why we haven't received any response 
from these people and It's not really our place to judge or offer ideas as to what 
went wrong but here, for the record, are all the companies who didn't reply to 
poor *R. Evans'... 



Admiral Software 
CodeMasters 
Core Design 
Creative Materials 



Daze Marketing 
Domark 
Electronic Arts 
Empire 



Grandslam 
ICE 

MicroProse 
Ocean 



Psygnosis 
Renegade 
Virgin Games 



Of course, there are plenty of other jobs in the software 
industry so if you can't program to save your life then 
there may be an opening in another area. I spoke to six 
people who are currently employed in the biz about what 
they do and what it's like. 




If playing games all day long is your idea of heav- 
en then perhaps being a Games Tester is the ideal 
job for you. I spoke to Sam Long who has been 
at Ocean since her working career began. She 
reveals how she became a Games Tester. "I 
became a Junior at Ocean when I left school 
which involved doing screenshots and the like. 
After I'd learnt how to do that I decided that I 
wanted to be a Games Tester. I had to go 
through an interview and all that but you don't 
need any real qualifications, you just have to be 
good at playing games." 

Sam describes her average day. "I come in. sit 
down in front of a computer and play, basical- 
ly. It is a good job. We have a good laugh 
and we enjoy playing games and everything 
but I wouldn't say it was easy. You've got 



to concentrate as at the end of the day you're 
responsible for finding bugs and passing games. 
We could be playing a game for anything 
between a week and a month, depending on 
what needs to be done to it." 

So what are the good and the bad things 
about the job? "There isn't really anything bad 
about the job. I'm the only female tester among 
about twenty other lads but I don't get treated 
unfairly or anything." 

Now here's the important part, what's the 
money like? "Well, it's not great but it s not ter- 
rible either." 

GRAPHIC ARTIST 



route by getting a degree in Graphic Design, 
which helps, or just by being really enthusiastic 
and keen and sending examples of your work to 
various companies. It's best to try and avoid send- 
ing really big pictures as you don't tend to be 
working on large drawings like that when you're 
designing sprites. If you've got a friend who is a 
programmer then that can also help." 

Ally laughs when I ask what her average day is 
like. "Hard work." she chuckles. 

Good and bad points of the job? "A good 
thing about the job is the satisfaction you get 
when you finally see your graphics working with- 
in the game. Having to hold so much informa- 
tion in your head can be a bit hard - especially 
when you forget it!" 

How much money can a graphic artist expect? 
"It depends who you work with." she says, rather 
tactfully. 

MUSICIAN 




Denton Designs' Ally Noble is currently working 
on the visuals for Batman Returns and seeing as 
though they're looking so brilliant I decided to 
find out from her the best way to become a 
graphic artist. "You could either take the official 



Allister Brimble must be one of the most well- 
known Amiga musicians so I decided to give him 
a call to find out how he became involved in the 
aural side of the computer industry. 

"I started off about three years ago by send- 
ing in some music demos to 17 Bit Software, 
which they liked and began to distribute. I then 
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decided to send a demo disk off to various soft- 
ware companies, including Codemasters who 
liked it and asked me to do the music for one of 
their games. It all started from there." 

What's the average day for a musician? "I get 
up late, at about ten thirty, have some break- 
fast and come upstairs to the computer room 
to work on whatever project I'm currently 
involved with. Then I watch Neighbours at one 
thirty and carry on after that until dinner at six 
o'clock. From then on I can be working until any 
time during the night." 

Good points? "I can work whenever I want, 
' because I'm a freelance musician. I've been asked 
to join a few software houses but I don't think I 
could work under a controlled environment like 
that - 1 need my own studio with everything set 
up exactly how I want it. The money's good as 
well." 

PRODUCT PRODUCER 




Tony Bickley, Product Producer at US Gold, has 
been doing his job for roughly seven years so he 
seems like the ideal person to ask about this par- 
ticular post within the software industry. 

So how did he become a Product Producer/ 
"Via programming, really. I became a Team Lead- 
er, which is a programmer who looks after other 
programmers. From there I became what they 
call an Assistant Producer, someone who no 
longer programs but looks after one to two 
products and finally on to Product Producer 
where you basically look after a number of 
games. It's not the only way to become a Prod- 
uct Producer - some people come in from the 
management side and there are college-types 
who come straight in from resource manage- 
ment but I'd say that a good eighty percent of 
the Product Producers in the computer games 
industry have worked their way up from pro- 
gramming." 

"I start my day by phoning around the devel- 
opment houses because at USG we don't have 
any internal development people so we have to 
deal with outside developers. You have to chase 
up all the products which were supposed be 
done during the night because, when a game is 
running late, sometimes programmers have to 



work through the night to get the final version 
to me at nine in the morning. 

"After all that, I help myself to a very large cup 
of coffee to overcome the fact that nothing's 
been done," he jokes. "Then I prepare a hit-list of 
everything that needs to be sorted out during the 
day, check through the various schedules of each 
one of my products and then work through 
what's called a bullet list, basically a hit-list of 
every product, which details the things which 
need to be done on that particular day for all my 
titles. 

"Sometimes I can be obtaining information 
because the programmers are after some data, 
sometimes it's chasing up graphic artists and 
musicians or if there's a technical problem I over- 
see that side of it. I usually spend a couple of 
hours a day testing the games which have come 
in that day to check against a report that the 
games testers have provided me with, 

"The good thing about this job is it's at the 
leading edge of the computer industry so you've 
got all the jazz, all the fun side of it. If a new 
machine comes on the market you can get up and 
running as soon as possible because you can find 
a programmer who knows about it rather than 
learning it yourself." 

Finally, what's the money like? "Good." 



PR EXECUTIVE 




Being a journo means that you have to talk to the 
PR people almost every day, but what's it like 
being on the other end of the line? I spoke to Car- 
oline Stokes (25, 25. 25) from out of Virgin Games 
about how she became involved in the PR side 
of things. 

"I was working for a company outside of the 
computer industry but I desperately wanted to 
get back in. It was then that I bumped into Vir- 
gin's Marketing Manager Andrew Wright in an 
Irish pub and during the conversation that fol- 
lowed he asked me whether I'd like to be Mar- 
keting Executive. After four different interviews I 
eventually got the job. 

"The best way to get a PR job would be to do 
a course beforehand like a BTec in Business and 
Finance which deals with advertising and mar- 



keting." 

"My average day goes like this; phone call, 
phone call, phone call, mail-shots, mail-shots, 
mail-shots, having to talk to an awful lot of UK 
and foreign magazines across all formats, organ- 
ising parties and just generally running around 
like a headless chicken. It does involve some fair- 
ly late nights." 

Surely you must get loads and loads and loads 
of cash, then? "Depends on your age and expe- 
rience." 

MANAGING DIRECTOR 





When Ian Stuart, Gremlin's Managing Director, 
heard about the feature we were doing on jobs 
in the industry he said "How did you know I was 
looking for a job?" We can't believe that as own- 
ing your own software publishers is to us what a 
Clairol Footspar would have been to Sir Ranolf 
Fiennes during his long trek. But how did he 
become a MD? "I started the company nine years 
ago with very little money and lots of enthusi- 
asm," he explains. 

So how does Ian spend his average day? "First 
of all I sort through the faxes and all the post. I 
try and get the mall answered first of all so that 
leaves the rest of the day free to do other things. 
Then I have impromptu meetings with the other 
Directors, just so I know what's going on. From 
that point on. the day tends to differ. I can get 
involved with new products, marketing meetings, 
outside presentations, all that kind of thing." 

Is it a stressful job? "Oh [censored] yes," he 
says, "I used to have black hair! There is an awful 
lot of stress because in this industry you set such 
high standards and work to strict deadlines and 
no matter how well you see the plan going 
there's always something that can go wrong. But 
if I didn't enjoy it then I wouldn't take the pres- 
sure - you've got to be able to come to work and 
enjoy it" 





5th June, 1944. Evening... 
The storm clouds of war are 
gathering over the Channel. Just 
after midnight Operation Overlord 
will commence, unleashing the 
allied forces against the might of 
the German Army on the beaches 
of Normandy... 



In the hush of the war-room, pore 
over the war map, plan tactics 
and Issue your commands. 




Hone your skills beforehand 
with up to 28 training missions. 
Now, as the legendary General 
Dwlght D. Elsenhower, you're 
ready to lead the offensive... 

Liberate the strategically 
crucial village of St. Mere Eglise. 
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Then it's Into the fury of battle 
as you take to the tracer-lit skies 
at the controls of a B17 Bomber, 
softening up your target with a 
daring pinpoint bombing raid... 

With explosions still ringing 
In your ears, drop the 82nd 
Airborne Into safe locations - 
remember, their lives hang on 
your skill... 

Now come the big guns. In 
the sweltering heat of a tank you 
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Adjust difficulty levels to 
match your ability... Introduce the 
fog of war to make those strategic 
decisions ultimately realistic... do 
whatever you need to for victory. 

ASK YOUR RETAILER FOR 
D-DAY NOW! 



rumble towards the front 
line. ..squinting from the gunner's 
turret you blast away an enemy 
Panzer and thunder on... 



Finally, with bayonets fixed, 
wave in your Infantry to take 
back the village In treacherous 
hand - to - hand combat. 




Available on: PC A Compatibles. CBM Amiga & Atari ST. 




WORK IN PROGRESS 

Once again it's time to don hard hat and thick gloves as we come to the part of the 
magazine known as, if you will, 'Work In Progress'. It's dangerous and exciting place, 
full of strange sights never before seen by mortal man- Many have entered, few have 
left. Good luck on your journey... 





BUBBA J N' STIX 38 

Yes, ANOTHER platform game. But this one's looking a bit better than your 
usual run-n -jumper. For a start the hero bloke's got a stick - and you should 
see the things he gets up to with it! David Upchurch bought a super Away- 
day ticket to Derby, the hometown of the game's creators Core Design, and 
found out all about it... 

REALMS OF DARKNESS 42 

Okay, so it's an RPG viewed from an isometric-3D angle, right? Oh, but 
it's got sideway-scrolling in it too! We're not usually ones to get over excit- 
ed about the prospect of another RPG but it has to be said that Grandslam's 
newy got even Simon Byron salivating. Which is why he was the lucky chap 
who got to do the WIP. 

INNOCENT - UNTIL CAUGHT 44 

Psygnosis in first graphic adventure release shocker! David Upchurch vis- 
ited developers Divide By Zero and found out why this could finally be the 
game to topple Monkey Island 2 and its LucasArts ilk from the top of the 
graphic adventure tree. 



INTERNATIONAL OPEN GOLF 
CHAMPIONSHIP 49 

Ocean are making big claims about its new sim of the business executive's 
favourite sport. Simon Byron clambers into some sweaty plus-fours and 
goes the round. 

MAELSTROM ......50 

The Empire strikes back with a stunning new-strategy affair that uses incred- 
ible animated video-like sequences to depict the on-going action. Simon 
Byron tells all... 

THE SECOND SAMURAI 
THE CARTOONS 
WAR IN THE GULF 

CREEPERS — — 52 

And now. for your entertainment, Simon Byron presents a choice of mini, 
WIPs. There's something for everybody in this month's selection! 
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PROJECT: Bubba J iT Stix 

PUBLISHER: Core pe«ign~ 

DEVELOPERS: 

Mark Watson, John Kirkland (Programming) 
Simon Phipps (Design, background graphics) 
Billy Allison (Sprite graphics) 

iNITIATED 

RELEASE: July 1993 



What's on the end of the stick. Core? A rather tasty-looking plat 
form puzzler is the answer, and David Upchurch is going to tell 
you all about it... 



After any computer games 
show everybody always asks 
you "See anything good?" 
Last April's European Computer 
Trade Show was no different, but 
the surprising thing was that every- 
body seemed to agree that one of 
the show's surprise stars was Core's 
Bubba 'n' Stix. 

Originally developed under the 
working title of The Man With The 
Stick it's undergone a recent name 
change, partly to avoid any copy- 
right problems with one of the 
characters from Vic Reeves Big 
Night Out but mainly because it's 
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doubtful that the The Man With The 
Stick would mean anything to any- 
one outside of Great Britain. 
Besides. Bubba n' Stix sounds 
sweet. 

In essence the game is a cutesy 
platform-based puzzle affair, with 
a healthy dose of monster-mashing 
action ladled on top to keep every- 
thing moving along. The game's 
hero is armed with a multi-talented 
stick with which he has to solve var- 
ious mind-bending problems in 
order to reach the end of each 
bright, cartoon-like level. 

But the game you're getting and 
the game you nearly got are very 
different as Simon Phipps, the 
game's designer and background 
graphic artist, explains: "When I got 
back from holiday last October Jere- 




The custom- written background 
mapper allows the team to build 
levels with ease. 
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Just some of Bubba's 120+ anima- 
tion frames. Bubba could be the 
best animated game hero ever! 
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my [Smith, Core's MDJ collared me 
and said 'Right, what I want you to 
do next is a game about a man with 
a stick'. I went okay. He told me that 
this bloke must be able to do loads 
of things with the stick. I was to 
make it look all dark and moody and 
atmospheric and I was to rotoscope 
the main guy and make it very real- 
istic and get loads of animation into 
him. And that was about it, really. 
It was a very open brief! 

"So I sat down and started think- 
ing what you could do with a stick. 
Fairly soon I realised that if the game 
was going to be realistic then the 
stick would have to be of a fixed 
length. So if he could use it for pole- 
vaulting, say, he couldn't use it as a 
snorkel for going swimming. It was 
really limiting. Another thing was I'd 
just spent two years doing really 
moody graphics for Amiga and 
Megadrive versions of Wolfchild and 
I wasn't desperately keen to do the 
same sort of thing all over again, 
because I like to change graphic 
styles every game. 

"So I was banging my head 
against a brick wall about what I 
could do with this man with a stick. 
Anyway, one night me and Billy 
went back to my house and started 
brainstorming about the idea. As the 
night went on we got further and 
further away from the brief and our 
ideas got wilder and wilder. We 
came up for these ideas for what 
you could do with this stick that 
were completely unfeasible in the 
real, physical world. Eventually Jere- 
my saw the sketches and drawings 
Bill had done and he loved it. So we 
then took off on this really madcap 
sort of route." 

Madcap indeed. The game's plot 
centres around the slightly gormless 
Bubba, who is kidnapped by aliens 
to become an exhibit in their inter- 




galactic zoo. By a sequence of events 
too ridiculous to go into here, the 
ship crashes on an strange planet. 
Bubba crawls from the wreckage to 
come face to face with fellow cap- 
tive Stix, a small 
rod-like alien. They 
soon become firm 
friends and togeth- 
er they set off to 
find a way home. 

The beauty of 
giving the stick its 
own limited intelli- 
gence is that it 
solves many of the 
game's thornier 
logistical problems. 
"We wanted to 
have situations like 
where the hero 
could poke the stick 
into holes in the 
wall and use it as a 
platform to jump 
higher," explains 
Simon. "If we had done the game in 
a serious way then if he needed the 
stick again he'd have to go back and 
fetch it, but in a cartoon the hero can 
just call it back. It allowed us to get 



We've been 
spending most of 
our time on the 
puzzles because 
we know we can 
create a slick 
action game. 
Getting the 
balance of the 
puzzles right is a 
tricky thing. 



Simon Phipps, 
Came Designer. 



lots of game in there but also get 
away with doing all these really 
weird things." 

Weird is not the word. Bubba can 
do obvious things with Stix, like us 
him as a club, but he 
can also use him as a 
platform (as 
explained above), as 
a boomerang to 
whack nasties, as a 
snorkel for swim- 
ming underwater, as 
a lever to prise open 
lids, as a spoon to 
stir pots... the list 
goes on. The amaz- 
ing thing is all these 
varied actions are 
controlled from a 
simple one-button 
joystick. 

"We're trying to 
make it really simple 
to play even though 
there's this huge 
range of things you can do," says 
Simon. "I'm not a big fan of these 
Streetfighter-y type games where 
you have to go up, down, left, right 
before you can perform your move. 
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It's fairly logical if you're pushing up 
against a manhole cover you're 
going to use the stick to lever it 
open. Then it's simply a matter of 
map design to make sure that the 
system never gets confused about 
what you want to." 

The problem with a lot of 
similar 'context sensitive' 
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games is that the puzzles tend to be 
either too easy - you just move your 
hero to the right spot and tap fire ■ 
or too hard and obscure - take Gob- 
lliins, for example. It's a problem that 
Simon is confident they'll avoid: 
"We've been spending most of our 
time on the puzzles because we 
know we can create a slick action 
game. Getting the balance of the 
puzzles right is a tricky thing." 

With such a complex program it's 
been 'in at the deep end' time for the 
game's coder Mark Watson. "It's his 
first project," explains Simon. "He 
sent in a beautiful conversion 
Defender for the ST and we said 
'Yup, we'll 'ave 'im!\ One of the 
things that really impressed us was 
that rather than having a prerecord- 
ed flight path for the ship in the 
game's attract mode he'd developed 
this routine that worked out where 
the aliens were and reacted intelli- 
gently to them. He's never written on 
an Amiga before but he's doing a 
great job.'* 

He sure is. It's been said before 
about many a game but Bubba 'n' 
Stix really DOES look like a top con- 
sole game, with its big wonderfully- 
animated characters, vivid colours, 
superbly slick parallaxed scrolling 
and some stunning graphical effects 
- the underwater rippling has to be 
seen to be believed. It's a real treat 
tor the eyes. This is largely due to the 
game's parallel development on 
both Amiga and Megadrive. 

"The basic game logic is being 
written so that it can be converted 
from machine to machine without 
much tweaking. That's been the pro- 
grammers main challenge." says 
Simon. "But we're very keen to make 
sure this isn't seen just as a port. 
We're going all out to make the 




Amiga version look as funky as it can 
do. At the moment the scrolls runs 
in 50 frames but the aliens update 
in 25 frames. It's a commonly used 
cheat so that although the game 
'feels' like its running inside a frame 
it's actually running inside two." 

Bubba 'n' Stix is unusual for hav- 
ing two artists working on it. Isn't 
there a risk that the two artists' 
styles won't mix? "That was some- 
thing we were very aware of. From 
the start we decided the most logi- 
cal thing to do was to have one of 
us do the sprites and the other do 
the backgrounds." explains Simon. 
'That way. if there is any contrast in 
style, it won't be between the 
sprites, which are one game ele- 
ment, and the backgrounds, which 
are another." 

One of the problems Simon is 
keen to avoid with games that have 




(Top) Goodness knows what's hap- 
pening to Bubba here hut it looks 
vary painful! 

(Bottom) A spaceship's graveyard 
on an alien world. 




a lot of animation on the main char- 
acter is the corresponding decrease 
in payability. "Take something like 
Flashback," he says. "When you per- 
form a move you can't do anything 
until they've completed that move. 
On the other hand when you have a 
character with simple animation you 
have lots of control over them. We're 
trying to make the game so that it's 
got loads of animation but you have 
loads of control as well." 

Simon and co. are due to com- 
plete Bubba 'n' Stix in about four to 
six weeks time. He's fairly confident 
they'll make it. All the game logic is 
in place and the scrolling/sprite sys- 
tem is up and running. All that's real- 
ly left to do now is the drawing and 
design the last three of the game's 
six levels. In what looks like being a 
relatively quiet Summer on the 
Amiga games front, Bubba 'n' Stix 
stands out like a ray of sunshine on 
a cloudy day. 
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HEAVILY ARMED REBEL FORCES 
ARE AMASSING 01V THE 
INSIGNIFICANT ISLAND 
OF MAJ1POOR. 
HUNDREDS OF PRISONERS OF 
WAR ARE HELD CAPTIVE. 
AND YOUR REST BUDDY 
IS AMONG THEM. 
SOMETHING BIG AND RAD IS 
GOING DOWN. ITS TIME TO ACT. 
TAKE TO THE SHIES IN A SUPER 
SUCK, SUPER CHARGED GUNSMP 
AND BRAVE EVERYTHING THE 
ENEMY CAN THROW AT YOU. 
THE BULLETS, FLAK. MISSILES 
AND ROCKETS FLY THICK AND 
FAST THROUGH THE FIVE FULL- 
ON LEVELS OF TOP BLASTING 
ACTION. ARE YOU COOL ENOUGH 
TO RISK YOUR NECK 
TO SAVE THE INJURED POWS? *fsM 
BOOST THE CHOPPER'S 
FEARSOME FIREPOWER WITH 
ROCKETS, HEAT-SEEKING 
MISSILES AND FIREBOMBS. 
USE THE HOT HARDWARE TO 
DESTROY EVERYTHING: ENEMY 
OUTPOSTS, VEHICLES, CANNONS, 
CHOPPERS, 
SOLDIERS.... 
EVEN THE POWS! 
(C) 1903 VIRGIN 
GAMES LI D. 
ALL RIGHTS 
RESERVED. 
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PROJECT: Realms of Darkness 
PUBLiSH 

DKVILOPflR: Mystical PX 
J.R Bankes-Mercer (Project manager) 
Trevor Brown (Programming) 
Shad. Dale (Graphics) 
ifi'lf lATED: April 1992 
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Not much has been said about Realms of Darkness up until now so it comes as a 
surprise to find out that it's actually shaping up to be one of the hottest RPGs this side 
of the sun. Simon Byron has an on-the-spot report. 
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■ t seems as if every major soft- 
I ware house is committed to 

■ advancing the RPG genre. The 
much talked about Ambermoon 
has its revolutionary texture map- 
ping, Darkmere promises to bring 
truly cinematic adventuring just 
once step closer and Liberation 
(Captive 2) looks pretty snazzy as 
well. But the one which sounds as 
if it will make the aforementioned 
games appear to be nothing more 

than text adventures is Realms 
Of Darkness from Grandslam. 
On the surface the game looks 



like Millennium's Robin Hood or 
Rome. But appearances can be 
deceiving - there's a lot more to 
Realms Of Darkness than those two 
games put together. Mystical FX's J. P. 
Banks-Mercer (or just JP to his mates) 
is the Project Manager and he's con- 
fident that we'll all be more than 
impressed with the finished game 
and. while we're usually slightly skep- 
tical of folk who make such claims, it 
looks like he could have something 
concrete to back it all up. And what's 
more surprising is that this is the first 
game he's been responsible fori 



The plot is fairly standard for this 
type of game and I won't waste your 
time by going into it too deeply as 
there are far more interesting things 
to be discussing. Like what makes 
Realms Of Darkness so different, eh? 
Over to JP. "For starters, we've got 
an outside map which you can walk 
around and you can visit citadels, vil- 
lages and so on. If you cross certain 
entry points, for example an 
entrance to a city, then the view cuts 
to a much larger isometric map 
depicting everything at much greater 
detail and you can explore the sur- 



roundings and fight any hostile crea- 
tures. Then, if you decide to enter a 
building, the screen changes to show 
the action from side-on and you'll be 
able to move around and fight 
things that way. Basically, we've got 
the best of three worlds." 

Sounds good. But aren't RPGs 
known for not having much charac- 
ter and only appealing to hardened 
adventurers? "Not this one, no. 
Humour sells games these days and 
that's one part of Realms that we 
haven't overlooked. Take the mon- 
sters, for example. Most RPGs have 
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Just like any other game. Realms Of Darkness has the usual sprite anima- 
tion screens but this time the programmers have to create three sets of 
graphics, one for each perspective it requires. 

removed, as if your character has for- 



boring creatures - skeletons or zom- 
bies, you know the kind of thing. 
We've gone for original creatures 
like the Cyclops slug - they're all 
weird but incredibly funny with it." 

And he's right. There are loads of 
characters in the game and most 
have their own little traits that help 
to give them real personalities. 'Take 
this lady here," JP says as a new 
image appears on-screen, "whenev- 
er she laughs her knackers juggle up 
and down!" Hmm, quite. 

So who are these other people 
wondering around Realms's land? 
"They are all individuals, some of 
whom will go out of their way to 
hassle you. If you've got an object 
to find to complete a quest then 
they will seek out that particular 
item and do their best to prevent 
you from getting It, 

"Every character has their own 
separate command list. Someone 
will start off on the other side of the 
world and attempt to do a certain 
task which will thwart your mission. 
They'll also swap objects with each 
other so you're never sure who's got 
what at any given time, which 
makes the game even harder. It was 
incredibly hard to write." 

At this point JP calls up some of 
the interior locations for me to see. 
I couldn't help but notice another 
particular dodgy semi-naked woman 
carved into the wall. "That's dis- 
gusting." I utter. "I know," he 
replies, "but you should have seen 
what the artist wanted to do." 

Another gory image appears, this 
time of three blokes who have been 
hung from an old oak tree, their 
limp bodies swinging in the breeze. 
Isn't all this a bit horrible? 'No, not 
really. Because we're using hardware 
sprites for blood on any of the char- 
acters, you'll be able to switch the 
gore off, like in Moonstone." 

Realism is another thing the team 
are striving for. The game will have 
an auto-mapping facility which will 
highlight any places you've visited as 
you travel through them. But stay 
away from a particular area for too 
long and the highlight will be 



The side-on view may look like your standard scrolling beat em up but you 
couldnt be further from the truth. This section of the game will require as 
much brains as brawn if you are to stay alive. 

Does JP think that the inclusion of 



L £we wanted 
it to be fast and 
furious so that 
there's more to 

do than just 
solve puzzles. ■ ■ 

AP-. 
Prefect Manager 



gotten about where he's been. 

Graphically, you'll find nothing as 
detailed. "The landscape will contain 
loads of anima- 
tions. Sharks will 
be swimming in 
the sea, smoke 
will rise from 
chimneys... every- 
thing that you'd 
find in the real 
world, basically. 
Then there's the 
weather system. 
As you play, the 
game will reflect 
the seasonal changes so you'll get 
snow settling in winter and so on. If 
It's snowing, the landscape will rise 
up slightly and if your character 
walks through the snow then he'll 
clear some of it away. 

"Because of the tile system we're 
using to build up the landscape 
we've been able to give each 'tile' its 
own intelligence so that if one is 
altered in any way (for example 
someone trudging through the 
snow) then all the other tiles around 
it will change slightly as well. If 
something gets struck by lightening 
then a big hole will appear and 
everything around it will be altered 
too. it looks really good - and it 
should do. we've spent a- lot of time 
getting the visuals just right." 

Doesn't Realms of Darkness look 
like Darkmere? "Darkmere's really 
slow. They don't appear to have put 
a lot into the game and it all seems 
a little too linear for my liking. You 
have to follow a set path to com- 
plete the missions but in our game 
everything exists at once, that's 
something I've forgotten to tell you. 
If you're off killing a dragon, say. 
another dragon in another part of 
the world can have a baby which will 
grow into a powerful creature. If 
someone kills another person who's 
got a certain object, he'll be buried 
and you'll have to find someone to 
dig him up. In fact anyone can die in 
the game, even key characters who 
possess vital information. If one of 



those pops his clogs then you'll need 
to find a necromancer to resurrect 
him. The game is always moving and 
constantly updating." 

What about an 
A1200 version? "We're 
talking to Grandslam 
about doing an 
enhanced version. 
We'd like to because 
the A1 200 is an amaz- 
ing machine, we'll 
have to take a look at 
what the market's like. 
We've developed a 
pretty nifty anti-pirate 
device which should 
ensure that hacking the game wilt be 
more trouble than it's worth but 
obviously I can't say too much about 
that at the moment." 



the more arcade-y section will 
offend traditional RPGers? "We orig- 
inally set out to do a huge RPG game 
with a large arcade aspect. We want- 
ed it to be fast and furious so that 
there's more to do than just solve 
puzzles. It's up to you the way you 
want to play it - you can build your 
character up to be a superb fighter 
or a powerful magician. This way we 
think everyone will be able to get 
maximum enjoyment." 

It has to be said that Realms of 
Darkness is likely to blow anyone's 
socks off - even if you're wearing 
one of those tight-fitting verucca 
bandages. Rest assured that you'll 
be seeing this game featured in 
these pages once again before it is 
released, in some form or another. 




Who would have thought these two screenshots came from the same game? 
J.P and his programmers, thars who, and they are hoping that this combi- 
nation of views will help to make Realms of Oarkness a bit of a classic. 




> 



o 

73 



on 
m 

> 

1/1 

O 

z 



Most gamers would be pleased if this was the main part of the game 
but Realms Of Darkness promises a whole lot more besides. 
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PUBLISHER: Psygnosis 

DEVELOPERS: 
Divide By Zero 

Andy Blazdell (Design, Programming) 
Simon Lipowicz (Design, Programming) 
Stuart Hughes (Background paintings) 
Gary Welch (Character close-up paintings) 
Jack Wilkes (Character animations) 
Tahir Rashid (Background animations) 
Alexander Martin (Graphic conversion) 
INITIATED: Spring 1992 
RELEASE: Autumn 1993 





What would you do if the taxman gave you a bill that had more 
zeros in it than a train-spotters convention? That's just your first 
problem in Psygnosis's forthcoming Monkey Island 2 beater. 
David Upchurch reports. 



■ t's Jack T. Ladd's worst nightmare 
I come true, A thief since the day 
I he was born (he even used to nick 
the other kids' milk at school, the 
swine) he's finally been caught. Not 
by the police • that'd be nothing in 
comparison - but by the dreaded 
taxmen. And not just any taxmen, 
either. This is the distant future, and 
the inland revenue service has 
grown from a small band of besuit- 
ed pen-pushers into a mighty force 
spanning the galaxy, equipped with 
its own massive fleet of warships 
crewed by hundreds of crack tax col- 
lectors. 

Jack is given an ultimatum: Find 
the money to pay for all the tax 
owed on his illegally-gotten goods 
within twenty-eight days or face - 
gulp! - annihilation. And they mean 
it. too; this lot have been known to 
decimate whole planets just because 
of an incorrectly filled-out tax 
returns form. This tragedy is just the 
start of a whole series of outlandish 
and hilarious events that befall Jack 
in Innocent - Until Caught, the first 
graphic adventure from arcade mae- 
stros Psygnosis. 



The programming is being han- 
dled by Andy Blazdell and Simon 
Lipowicz, known to their mates as 
Divide By Zero. Being just a short 
cab ride away from their less-than- 
plush HQ in North London. I figured 
it was about time I popped around 
and found out how the duo intend 
to topple LucasArts from the top of 
the graphic adventure tree... 

"Basically what we've got is our 
own language called Interspective 
that we used to write the game," 
says Andy. "So I write in that lan- 
guage, and that was written by 
Simon. We've been working on 
Innocent for a year new but before 
that we spent a year developing the 
Interspective system. Basically it 
runs any game that involves moving 
a pointer around the screen and 
clicking on the screen. 

"Originally we writing a game for 
Mirrorsoft just before they went 
under, based around the FIST licence 
using Interspective, but with a first* 
person perspective rather than hav- 
ing somebody walking about on- 
screen. We just had to change the 
language slightly to allow you to 
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have characters walking about and 
that's when Innocent was born. 

"Interspective was originally writ- 
ten on the Atari ST and we actually 
had a fully-working version running 
on the ST. But we realised pretty 
soon that the ST couldn't handle the 
sort of games that we wanted to do. 
mainly because of the lack of 
colours. Thirty-two colours is the 
absolute minimum you can get away 
with. We're thinking of doing an 
A1200 version but that's been put on 



ice for the time being until we see 
what sort of sales we get." 

The game uses a player interface 
that will be fairly familiar to anyone 
who has played a graphic adventure 
before. There are icons to examine, 
pick up, use, talk, move ... and scan. 
This latter icon is rather unusual but 
helpful. Once selected it allows the 
player to scan his mouse pointer 
around the screen - any objects that 
can be interacted with then appear 
in the small window to the bottom- 



In our game 
you have total 
freedom to do 
what you want and 
go where you like. 
The other 
characters lead 
their own lives. In 

the LucasArts' 
games a lot of the 
events are location 

driven whereas 
ours are character 
driven. ■ ■ 

Andy Blazdell, 
Innocent - Until Caught 's 
designer/programmer. 



left of the screen. In addition, any 
possible actions that can be per- 
formed on the object are highlight- 
ed in the icon panel. As you look 
around Jack's head swivels to follow 
the pointer's progress. Nice. 

And the innovations don't stop 
there either. When not in scan mode 
the aforementioned small window 
shows you a diagrammatic view of 
the current location with any exits 
indicated by arrows, (assuming 
you've discovered them, of course). 
By clicking on an exit arrow you 
make Jack walk to it on-screen, 
which comes in particularly handy 
for getting from end of a long scrol- 
ly location to the other. 

The conversation system is neat, 
too. At first glance it looks like all 
the rest, with Jack having a variety 
of 'replies' to choose from. Howev- 
er, moving the pointer over the 
speech bubble of the character 
being spoken to will highlight key 
phrases and by clicking on them you 
can call up further questions regard- 
ing that topic. It's all very clever. 

All the while Andy and Simon 
are showing me aspects of the 
game they allude and refer to 
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We tried to 
keep it like a 
movie. You've got 
elements of a 
buddy- buddy 
movie, you've got 
the plot twisting 
and turning and 
doing loop the 
loops, there's 
romance in 



there... 
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Andy Blazdell, 
Innocent - Until Caught's 
designer/programmer. 

scenes from famous films. "We tried 
to keep it tike a movie." admits 
Andy. "You've got elements of a 
buddy-buddy movie, you've got the 
plot twisting and turning and doing 
loop the loops, there's romance in 
there and there's a soundtrack that 
flows all the way through it too." 

In fact, the musical soundtrack 
promises to be one of the game's 
many highlights. "We didn't like 
iMuse," says Andy "Although it was 
atmospheric to a certain extent you 
couldn't actually sit and listen to it. 
And lot of games you load up just 
because of the music. You can't do 
that with LucasArts' games because 
the music's quite dull really. A lot of 
it's too atmospheric and it only 





the work so far: 
"We've already signed 
up Innocent 2. Psygno- 
sis are more technical- 
ly-led than most soft- 
ware houses and I 
think they appreciated 
that our system is very 
flexible and technically 
- we don't want to 
blow our own trumpet 
but we will • it knocks 
the pants off any other 
system of its type, 
purely of what we can 
do and they can't. 

"If you look at 
LucasArts' stuff the 
games are very linear 
and there are technical 
reasons why they're 
like that. Because they 
playte5t them so much 
they've made it look 
seamless but they can't 
do a lot of the stuff we can. In our 
game you have freedom to do what 
you want and go where you want. 
The other characters lead their own 
lives. In the LucasArts' games a lot 
of the events are location driven 
whereas ours are character driven." 

One of the most impressive 
things about Innocent - Until Caught 
is the sheer size of the team 
involved in it. Although Andy and 
Simon are the only people working 
in Divide By Zero's offices there are 
five artists dotted around the coun- 
try working on the project. Like 
LucasArts et al. the 
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works if you're playing the game. 
You couldn't make a soundtrack 
album out of it that you'd actually 
want to listen to by itself. 

"We took the basic premise of the 
music changing as you go along but 
having proper soundtrack 'themes' 
written by Matt Furniss. So if you're 
in a certain location you have a spe- 
cific theme then if a character walks 
in and does something then you 
have their theme introduced. 



You'll be able to recognise which 
character is coming in by their 
theme. It sounds a lot better than 
iMuse." And it should work proper- 
ly on the Amiga, too. simply due to 
the way the Interspective system 
has been designed, something 
which IMuse never did. 

Although the game is still some 
three months or so from 
completion, Psygnosis is 
obviously chuffed with 



background graphics were first 
sketched and painted, then digitised 
and imported onto the computer, 
with each artist specialising is a dif- 
ferent graphical area. 

"We deliberately kept the artists 
doing separate aspects of the 
game." says Andy, "otherwise you 
end up with discrepancies in style. 
You find that a lot in other games. 
Likewise all the background anima- 
tions have been drawn as though 
they were digitised, so they don't 
look out of place." 

Psygnosis is obviously hoping for 
something of an international hit 
with Innocent - Until Caught. But as 
well as the usual French, German. 
Italian, etc translations there will 
even be a version in 'American', 
where words such as 'girly' will be 
substituted for 'babe'. This is hard- 
ly surprising as the Americans seem 
to buy graphic adventures as if 
they're going out of fashion. One 
wonders how the Americans will 
take to the humour in the game, 
though, as it's very 'British' and 
laced with large dollops of sarcasm 
and heavy irony. Mind you, as near- 
ly every American you meet seems 
to tell you, they "lurve Mont-ee Pie- 
thorn" so perhaps this won't be 
much of a problem. 

The game is being primarily 
developed for the PC. but the Amiga 
version should look and feel little 
different. Obviously the graphics 
will have to be downgraded slight- 
ly but aparf from that the two 
should be nigh-on identical. Again, 
this is another highly-positive by- 
product of the Interspective system. 

Obviously Andy and Simon have 
big plans for future projects using 
their Interspective system. "We've 
got designs in the pipeline but we 
can't say much about them yet. 
especially as even Psygnosis haven't 
seen themt" laughs Andy. Fair 
enough. Looks like we'll have to be 
satisfied with having Innocent - Until 
Caught to look forward to. And 
looking forward to it I am... 
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PROJECT: Int'l Open Golf Championship 
PUBLISHER: Ocean 

DEVELOPER: Martin Lyons (Programming) 
Dave Harrison (Programming) 
Tony Meredith (Graphis) 
Ron Oulton (Additional Programming) 
Mite Anderton (Sound) 
INITIATED: MAY 1992 
RELEASE: JUNE 1993 





Ocean offer you the chance to trample all over some simulated greens once again. 
Simon Byron wonders if we need another one. 



Us journos always have a little 
difficulty with a product like 
this. There have been loads of 
excellent golf games released for the 
Amiga, particularly in the past cou- 
ple of years, from 
the realism of Micro- 
Prose Golf to the 
beauty of Links, tak- 
ing in the extremely 
difficult Nick Faldo's 
along the way. So. 
when a software 
house tells you that 
they've got one 
coming, and it's the 
best thing ever, you 
can't help but won- 
der how much is 
innovation and how 
much is pure band- 
wagon jumping. 

In this case, however, the empha- 
sis is definitely on the former. Why 
do another golf game? "The only 
answer to that is to actually see it 



running. There's no other golf game 
that has movement like ours. It 
started purely as a 3D engine for the 
PC", begins programming supremo 
David Harrison. "We didn't have any 
plans to use it in a 
golf game. We just 
came up with this 
system, and then 
tried to find an 
application to use it 
in! We wanted to 
find one that 
wouldn't get in the 
way of everyone 
else, which at the 
time was Golf. 
However, as we 
David Harmon, 1/ f were developing 
Graphic Artist ours, more and 

more Golf games 
were coming out, which was a bit of 
a problem, but in the end we think 
we've got the superior product." 

Visually, it does look superb, it 
has to be said. The course Is drawn 



£ £ I think the 
market can take 
as many games 
as can be made, 

as long as 
there's quality 
and the games 
are playable 
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using a fractal polygon system and 
displayed in glorious 3D, similar in 
style to MicroProse's effort, only 
much more detailed. On the PC, you 
have full garaud shading, but the 
A1200 will just have to make do with 
256 colours and texture shading. (The 
previous sentence must be read with 
your tongue placed firmly in your 
cheek. The game looks a treat!). For 
those A500 owners out there, don't 
feel too left out as the cut down ver- 
sion released slightly later will still 
feature the same texture fills, but will 
only use 32 colours. That will be the 
only teal difference between the two. 

A lot of thought is being given to 
the controls, making them as realis- 
tic as possible without making them 



too complicated. "Our game is as 
simple to play as PGA Golf while 
maintaining the realism of some- 
thing like Links. We've been very 
clever with the way we control the 
actual shot on the ball. In real golf, 
you have a full swing - professional 
golfers can use three-quarter, half 
and quarter swings, and then use 
the clubs to vary the range that 
swing will reach. We've used that 
method and given you a sight, 
which the ball moves behind in a 
fairly random manner. If you hit the 
ball dead on centre, the ball will fly 
straight, with left and right giving 
you hook and slice. If you hit it 
below centre, you'll chip the shot 
and if you hit it above centre you'll 
top the shot and punch it. It gives 
you full control over your shot." 
Sounds groovy! 

But the big question is. does the 
market need another golf game? "I 
think the market can take as many 
games as can be made, as long as 
there's quality and the games 
are playable." 
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PROJECT: Maelstrom 



PUBLISHER: Empire 

DEVELOPER: Mark Vange (Director) 

Andy Blau (Writer) 

Anselrn Hook, Glenn Wilson (Programmers) 
Jerrmiah O'Flahtery, Ian Maw (Graphics) 
Kevin Stratton (Sound) 
INITIATED: Early 1991 
RELEASE: June 1993 
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Much of the game will be spent min- 
ing the land for essential materials 
which can then be used to build 
weapons or sold for a huge profit. 
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Here's one of the many colourful ani- 
mated sequences showing some 
bloke being kidnapped by assassins, 
as seen on a security camera. 




Sid 'Bladerunner' Mead conceived the original idea for a stunning 
new game-form a few years back and, after a lot of blood, sweat 
and tears, the Californian programmers are almost ready to put 
their feet up. Simon Byron is suitably impressed. 
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■ ere's a new buzzword for you. 

Cellular Autom.H,v Sound* 
I quite good doesn't it? You can 
bet your life that 'ver kids' will be 
saying that down the Milk Bars or 
wherever they go nowadays in a few 
years to come but the people who 
pioneered this term are the pro- 
grammers behind Maelstrom. 
Empire's innovative new 'game'. 
Game is in inverted commas there 
because you can't categorise Mael- 
strom like you can other games. It 
certainly doesn't belong to the 
shoot-'em-up genre, nor role playing 
or adventure. So what the hell is it? 

Over to Mark Vange, Maelstrom s 
Director (or, as he puts it, Whip 
Cracker and Cleaning Lady), for a 
quick explanation: "It's a simulation 
of ruling a planet in a galaxy which 
is in turmoil. The neat thing about it 
is that it's not a reactive simulation 
in the sense that you do something 
and something else happens as a 
direct consequence, there are lots of 
independent storylines which are 
running concurrently. 

"Each of the thirty or forty planets 
has its own government and its peo- 
ple are all trying to achieve some- 
thing. These plots are rolling along 
all the time and even they interact 
with each other, so whatever you do 
will alter the way the game is going 
in a significant but not necessari- 
ly immediately noticeable way." 
This. then, is Cellular Automa- 



ta working at its best. A bold step 
forward in gaming terms, and cer- 
tainly something which hasn't real- 
ly been seen before (apart from the 
slightly more basic Virtual Theatre 
unveiled for the first time in Lure of 
the Temptress). Surely something as 
revolutionary as this must have 
taken ages to implement? "The 
game has been in development for 
over two and a half years and the 
majority of the early stages were 
spent perfecting this storyline sys- 
tem. It was a real headache to work 
out how to do it at first but I think 
the system we've come up with is 
unique and well worth all the hard 
work." 

In the game your Amiga acts as 
a holo-desk. the kind of thing that 
the folk in Maelstrom's world use to 
find out what's going on in other 
areas of the planet or galaxy. An 
impressive by-product of this system 
is the stunning animation sequences 
which are used to give a visual rep- 
resentation of key areas in the story. 

Mark makes no bones about the 
difficulties floppy owners will expe- 
rience with these animations but he 
feels the option to turn them off will 
more than placate gamers once 
they've seen the clips several times. 
"If you're running Maelstrom of 
floppy then there will be quite a lot 
of disk swapping," he admits. 
"We're hoping to cram all the ani- 
mations (there are over ten minutes 



worth, all accompanied with sound 
effects] onto six floppies. We predict 
that it will take between twenty and 
forty hours to complete the game if 
you work out how to do it and reck- 
on that a lot of players will soon tire 
of the animations after they've been 
impressed by them a number of 
times. The game is so involving that 
you don't lose anything by switch- 
ing the anims off." 

The PC version will be the first to 
hit the streets and presumably it con- 
tains far more colours and the like, 
right? Wrong, as Mark explains. "In 
fact, all the animations were devel- 
oped on the Amiga, using DPaint IV. 
Sullivan-Bluth [who have produced 
feature-length animated films such 
as Rock-a-doodle! and The Land 
Before Time] drew all the back- 
grounds for us, using professional 
cartooning techniques, which were 
then digitised and the animations 
drawn over them on the computer. 



"All these sequences are 'proper' 
animations in the sense that every- 
thing moves exactly how it would in 
real life - you don't get the situation 
where legs or arms bend on their 
own to give the impression of move- 
ment. In Maelstrom the whole body 
moves as it should." 

You'll be able to see the fruits of 
Mark and his mates' efforts soon 
(sometime- around mid-July, they 
reckon) so what have the team got 
lined up for the immediate future? A 
holiday? "No. I should be so lucky." 
laughs Mark. "We're converting 
Maelstrom to a number of different 
languages. Chinese has been a bit of 
a problem • we've discovered that 
our screen resolution isn't enough to 
contain their fonts and with over five 
and a half hours of dialogue, it's 
going to take a long, long time to 
translate." 

Well, you'll really be needing a 
holiday after that. "No way. we've 
already started thinking about Mael- 
strom 2!" he proclaims. 

We're still none the wiser as to 
what word could be used to define 
Maelstrom, but when the end result 
looks set to be a truly ground-break- 
ing game, who cares? 







• PC & COMPATIBLES : VGA 256 COLOURS, 
SOUNDBLASTER. ADLIB. 

• ATARI ST & STE. 
•AMIGA (1 MEG). 

■ SOON AVAILABLE FOR AMIGA 1200. 
ATARI FALCON & MACINTOSH COLOUR. 



Contact : Daze Marketing 071 328 2762 
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Mev Dine, the man behind 
Second Samurai, has been 
working on this follow-up 
to the brilliant but ill-fated First 
Samurai (obviously) for over a year 
and a half but. in his own immortal 
words, he's taken his time because 
he "didn't want to rush out a quick 
sequel". We don't mind how long 
we have to wait as long as there's 
a mind-blowing game at the end of 
it (Frontier, anyone?) and from 



what Mev's currently showing at 
the moment, five years' thumb 
twiddling would be worth it. 

The major difference between 
Second Samurai and the first hack- 
'n-slash-'em-up is the inclusion of a 
nifty two-player mode. Two martial 
arts geezers appear on-screen at 
the same time, both pursuing the 
same ideal, i.e. to kill as many 
assailants as possible before 
defeating the demon who escaped 





at the end of the first game 
(indeed. Second Samurai kicks off 
with the end of game sequence 
from the First Samurai). But where- 
as most two-player games allow 
some form of co-operation 
between the two heroes, this time 
you've three two-player modes, 
two of which allow you to either 
stun or kill your chum! 

The game is much more linear 
than its prequel so you won't be 
wondering around for ages not 
knowing what to do. There are also 
some awesome set pieces thrown 
in for good measure - in one of the 
levels the hero dons a jet pack and 
journeys across a rapidly horizon- 
tally scrolling landscape in a mini 
shoot-'em-up kind of way. 
Second Samurai will be Vivid 



Image's last A500 compatible game 
because Mev thinks they've pushed 
the machine as far as is humanly 
possible. In fact, he's deliberately 
making Second Samurai incompat- 
ible with the A1200 as a specially 
enhanced version will appear 
roughly a month after the stan- 
dard game has hit the shelves In 
October. 
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Loriciel 

Super Angel and Toons are the 
latest cutesy twosome to 
announce their imminent 
arrival on the Amiga scene in 
Loriciel' s gorgeous-looking platform 
adventure. From what we can gath- 
er from the wildly unintelligible 
press release, Cartoons sounds an 
awful lot like a certain other game 
we'd care not to mention. See if you 
can guess what it is. 

The majority of the game centres 
around guiding a hapless young 
matey (in this case, Lee, sorry. 
Toons) through a number of 
increasingly tough levels. 
You don't directly con- ^4 
irol Toons, though, A 
as he's quite capa- ™ 
ble of making his . 
way through the 

trap-infested f 

worlds on his L 
own. No, you play 
the part of Toons's r 
cousin, a strapping 
figure who travels 
under the catchy name 





Super Angel and it's your 
job to make sure that 
his not-so-super rel 
ative stays firmly 
L out of trouble 
and well away 
from any of 
the harmful 
enemies. 
We were going 
to set a 'Guess 
the Similarities' 
compo but you'd 
need an A4 pad (ruled 



feint and margin) just to mention 
the obvious resemblances between 
The Cartoons and Sleepwalker. That 
said, however. Ocean's charidee 
game was a bit on the repetitive 
side so there's room for improve- 
ment in that area. The introduction 
of a number of different weapons 
in Loriciel's game should go some 
way to rectify this, as will the shops 
(where you can purchase all man- 
ner of handy items) and cleverly hid- 
den bonus stages which appear 
where you'd least expect them. 

To be honest with you, we 
haven't seen much of The Cartoons 
moving so it's hard to comment of 
how well it plays. That said, though, 
the French have a habit of coming 
up with weird games so it should 
prove an experience if nothing else. 
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a minute while I assault the rest of 
the magazines on our floor. 

Until you begin to see games 
entitled 'Carnage at EMAP Towers' 
or 'Invasion of London' (which 
shouldn't take long, judging by the 
short space of time it takes the 
computer industry to cash in on 
events like these), you'll have'to be 
content with this tank simulation, 
a program which utilises the same 
technology found in Pacific Islands 
(i.e. using the pioneering Four- 
Tank-O'-Vision. or whatever it's 
called). 

What's slightly different about 
War In The Gulf is that it's set a few 
years after the US have withdrawn 
from the territory. Commanding a 
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At least Desert Strike had a 
subtle name. Empire's next 
release is set. as you'd imag- 
ine from its rather brash title, in 
northern Kuwait against a back- 
drop of hundreds of burning oil 
wells set alight by that Saddam fel- 



low. If he had any royalties from 
just a small percentage of the 
games he's inspired he'd be earn- 
ing a fortune. I can tell you. Per- 
haps that's why he did it. Maybe 
we should all invade an inferior 
neighbour and rake it in. 'Scuse me 




crack unit of mercenary 'tankers', 
you need to repel the re-invading 
Iraqis for as long as reinforcements 
take to arrive. There are fifteen 
such battles to be won before you 
can finally call it a day and go 
home. All the missions need to be 
completed in order and you'll be 
able to visit authentic locations 
along the way such as Failaka 
Islands and the Khawr-as-Subiyah 
waterway, where ever they may 
be. 

Empire are promising furious 
action all the way and we believe 
them, we really do. You'll have the 
opportunity to judge for your- 
selves when War In The Gulf is 
released during the next month. 
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the special icons and building 
blocks, you need to create a safe 
path for the cuties to be able to 
make it through the game's sev- 
enty levels with one push (a bit 
like Bill's Tomato Game, in that 
respect). As you'd expect, there 
are a plethora of nasties and 
fiendish traps which do their best 
to hamper the Creepers' progress 
so a mixture of pondering and 



I'm going to try and make it 
through this preview without 
mentioning the 'L' word, some- 
thing which is always hard to do 
when talking about puzzle games, 
especially when they're from 
Psygnosis. 

The Creepin' species are having 
a spot of bother from their mates 
and a set number of these crea- 
tures need to make a hazardous 
trek across their land and onto 
pastures new. Yes. we're back 
with the old save-'em-ups so 
you'll not be surprised with the 
way the game is played, but I'M 
tell you anyway. By using some of 




swift reactions is the only thing 
which will go some way to guar- 
anteeing success. 

Creepers has been a long time 
in development and the release 
date has been pushed back sever- 
al times because the American 
coders have been having a few 
last minute problems. Rather than 
rush the game out as a PC port, 
Psygnosis have decided to hold 
back until the game is as good as 
it possibly can be. which can only 
be a good thing. Let's hope other 
developers (mentioning no 
names, of course) will sit up and 
take notice. 

We've sull yet to receive a 
rough indication of the release 
date for Creepers but I wouldn't 
hold your breath (unless you're 
trying to turn your face blue, that 
is). Expect a full review just as 
soon as we can lay our hands on 
a copy. 

There you go. I did it. Right, 
who's for a game of Lemmings 2, 
then? Damn. 
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DAVID UPCHURCH 

Dave spent a day in Bath 
this month with his great 
mates at Asylum. 
Unfortunately, though, 
that's about as far as he's 
got to actually washing 
himself recently and we're 
all getting a bit worried, 
what with the hot weather 
on its way. News of Dave's bathing habits has 
obviously travelled far and wide as we've 
started receiving press releases adressed to 
the Beauty Editor' (and that's true). Is 
someone taking the Michael or what? Apart 
from that, it's been an inssue of sneaking 
away early quite a bit (you wouldn't want to 
know why, honest) and then delegating all his 
work to the other 'little people' when he 
realised how little he'd actually managed to 
achieve. Ah, the joys of being in control. 




MM SIMON BYRON 
^^^^^ Just when we thought the 
' b °y Byron's sadness levels 
VftSk 1 could go no further, he 

PH ■ sur P rised us a " lhis m ° ntn 

— ™ by being so pathetic it 

^ makes us shudder in 

F'^^r JM I disbelief. He contacted his 

^T^SL mate at the BBC and asked 

him if he could get a 

signed publicity shot of 

Anthea Turner and after a few days of frantic 

worrying an envelope was duly delivered 

containing a Blue Peter badge and two 

pictures, both signed by the bubbly presenter. 

Simon then spent the rest of the day showing 

these photos off to anyone within walking 

distance (we managed to stop him from 

getting a taxi venturing outside), proclaiming 

that him and 'Anth' were and item. Not a 

happy chappy, not happy at all. 



■P JENNY ABROOK 

Regular readers will know 
that Gary recently left 
Jj^frv y these pleasant shores to 
^tjfi ^V^V work on the multi-format 
I beach that is CVC. What 
■ y we didn't reveal was that 

we'd negotiated a kind of 
i% swap - our ugly ex-Dep for 
■ ' one of their cheerful and 
lovely Designers. And here 
she is - the lovely Jenny (24). She's settled 
into her new role as The One's Art Editor with 
unheard-of enthusiasm, redesigning this. 
Improving that - it's all quite frightening, 
really. She's also tried to introduce a new 
culinary delight into the office; fruit salad 
baby food. Ugh! By the way, the reason for 
the blurred piccy is that Jenny refused to 
do a moody 'looking down 1 shot and 
wanted one of her 'dancing' (apparently). 
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THE SCORES 



All elements of our games are rated out of a possible 
maximum score of a hundred. But what do the scores actually 



mean? 




0-25 


Rubbish. Offensively low quality. 


26-49 


Below average. Not acceptable by today's 




standards. 


50-60 


Above average. But still plenty of room for 




improvement. 


61-70 


Fair to good. Lots of nice points, but in no 




way perfect. 


70-80 


Pretty smart. Above accepted standards. 


81-90 


Extremely good. Top notch impressiveness. 


90 + 


Simply excellent. Breathtaking. 



THE OVERALL SCORE 

Obviously, at the end of the day, when all is said and done, 
the Overall figure is the best gauge as to whether the game is 
any good or not. While representative of the elements, it is 
not an average of the other scores. That's why it isn't called 
THE AVERAGE. 





Only Simon Byron knows how good Virgin's footy game is, and he's telling all. 



Has anyone noticed the 
advert for Goat!? You 
know, the one with the 
slightly blurred picture 
of two geezers playing 
football? There's one in this here 
issue and if you have a quick gan- 
der at it and remove all the letters 
coloured red you'll notice that, 
when rearranged, they spelt 'Fock 



the rike'. Are they trying to tell us 
something, or what? 

Subliminal messages aside, Goal! 
is the game that was originally 
developed to be Kick Off 3 but we're 
probably not supposed to talk about 
it. Apparently, Anco still hold the 
rights to the Kick Off name and you 
may yet see a game called Kick Off 3 
but the bad news for them is that 




* 



there's really no need as Goal! boots 
the Kick Off games into a cocked hat 
- a feat many thought was impossi- 
ble. 

With the introduction of two 
views, the addition of selectable 
directions of play and the inclusion 
of squillions of new features, Dino 
Dini has stuck to his original claim of 
"wanting to create another sequel 
which is worth buying". The question 
on everybody's lips, though, is "Is it 
better than Sensible Soccer?". That's 
a tough one for sure and at this stage 
it's too close to call. Let's have a look 
at how the game plays and we'll talk 
about it in The Verdict, yeah? 
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Not content with letting .ill footballers dvfine their own cup, Dino has 
included a team editor with which it is possible to change your fave (or 
not so fave) team's colours to make them look hard or poofy - the choice 
is, as they say. yours. Individual players can have their names changed if 
you so wish but the stats (represented in an easy to understand bar 
system) are fixed to stop cheaters from making the team super fast. 

The scanner in the corner of the screen may not be of use to everyone (It Is 
quite hard keeping up with the players when they're represented by a cou- 
ple of pixels) but, you guessed it, if it offends you then you can alter its 
position, size, choose whether you want it to display the players' numbers 
or even, if you feel that strongly about it, turn the damn thing off. 
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Now this is what we like to see (unless you are on the receiving end. of 
course) • a goooooaaaaallll! If you fancy seeing your hard work over and 
over again {and rubbing dirt in the other player's face) then you can replay 
the last few moments and view the move as many times as you like, from 
either the close-up view, from afar or any combination of the two. 




One of the novel features 
in Coat! is the fact that all 
players accelerate and 
decelerate as they would 
in real life so to get up to 
full speed can take a cou- 
ple of seconds. And if that 
wasn't enough, so does 
the ball, which means 
should you wish to stop 
or turn suddenly you 
need to perform a special 
trick known as the trap 
turn (impressive, eh?). 



If Goal! had ears there'd 
be new features coming 
out of them. Take the way 
the players move, for 
example. This is one part 
of the game which is 
hardest to master 
because rather than being 
able to turn on the spot, 
everyone has a turning 
circle (which means that 
they reverse directions by 
running in a small semi- 
circle), shunting them 
sideways slightly. 



Vou're not restricted to boring 
FA, European or Coca Cola cups 
- Goal! allows an infinite 
amount of variations. Select 
how many teams are to con- 
test the trophy, how many legs 
each round will consist of and 
so on - all the options you'd 
expect from a cup 
- * editing-type 
y thing. 
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REVIEW 




Uniifce Sensible Soccer, where throw*ins are taken by pointing the bloke 
who * going to chuck the ball in the rough direction you want the ball to 
end up. Goal' Vs system pulls away from the larger sprites (if you've got 
the view set to automatic) which allows a far greater degree of accuracy. 
Just swivel the arc to where you want to chuck to. set the height and away 
you go 



Goal' uses virtually the same aftertouch method employed in most modern 
footy games (i.e pulling pack when running forward will produce a lob) but 
hardened Sensi players may find a little trouble when they first attempt 
Dino's game because the two types of kicks (passes and shots) are 
reversed. To shoot you need to tap the Firebutton and to pass you need to 
keep your finger on the button for a little longer. 



PITCHES OF COALSTWICK 



As in real life, there are a number of different types of pitch, 
all of which affect the ball to some extent. There aren't any 
crummy third division postage-stamp pitches to play on but 
any of the four shown below can be played either vertically 
or horizontally {like Wembley down the bottom there) and 
viewed from either close up or far away, depending on your 





Depending on well you're 

oing this ktma can either b* um<I 
lo reinforce your brilliance or shut 
you up- It's the Match Report, you 
tec. which lists everything from the 
umber of fouls your team has com- 
mitted, the amount goals you've 
scored lyou'd have to be particular- 
ly thick not to know that I and even 
lispU) *n a convenient percentage, 
how much play both sides have 
enjoyed 



The practice mode allows anyone 
who's new to the game to have a 
quick knock -about and get to grips 
with the control method. There «s no 
opposing team so you can run 
around without fear of being tack- 
led and concentrate on familiarising 
yourself with the after-touch and 
messing around on the pitch There 
are goalies at either end to enable 
you to shoot in both directions. 
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(Above 
the man's arm 
Cups may not be your 
cup of tea and if that's 
the case then you'd be advised 
to play in a more physically 
demanding league. Here you 
have to do consistently well to 
become the champions as one- 
off wins count for nothing. 
You can alter any aspect of the 
league and although you can 
apply this to just about any- 
thing in Goal!, it's worth 
repeating just so you 
know. 

(Right) Before Jenny 
nipped off to the Picture 
Library the other day, I 
asked her to get some 
pictures of star QPR play- 
ers such as Les and Ray 
(great mates of mine, 
you know). "Okay," she 
said and off she went. 
This. then, is what she 
came back with and I'm 
expected to write a , 
lengthy caption about J 
it. Designers, eh? 
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THE VERDICT 
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Goal! Is undoubtedly a superb 
game. Initially the control method 
can prove a little tough to master 
but, with the two practise modes, 
Oino has ensured that there's ample 
opportunity for everyone to learn 
the various moves until they feel 
ready for a proper game. Once 
you're proficient enough to kick the 
ball about with some degree of con- 
fidence, the system allows for some 
pretty snazzy play and, because It's 
not as simple as the Sens! control 
method, any goal scored proves to 
be immensely satisfying due to the 
work involved. The range of options 
is utterly incredible - it seems as If 
Coal! has an ideal setting for every 
football fan, no matter what style 
of game they prefer. There doesn't 
appear to be any major slowdown 
when the screen gets cluttered 
(something which couldn't be said 
about Sensi, unless you play it on 
an A1200) but a decrease in speed 
would occasionally help as the 
game shifts like Billy Whizz on 
steroids. This is all well and good, 
but is Goal! better than Sensible 
Soccer? It depends what you're 
after, really. Sensi was immediately 
accessible and the way it played 
ensured that anyone - be he a new- 
comer or Sensi veteran - could pick 
the game up and have a great time. 
Goal!, however, requires a lot more 
concentration and the realistic fea- 
tures like the turning circles and player acceleration 
elevate the game from being an arcade-style affair to 
something nearing a simulation. Whichever way you look 
at it, Goal! is one hell of a game and brilliant fun to play 
but I'm feel that the office favourite will, perhaps unfairly, 
remain Sensible Soccer - mainly because it's easier for 
novkes to grasp. Don't let that 
stop you from buying ft - you 
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REVIEW 
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David Upchurch prepares to rip out his cave- 
man-like locks once again over Mirage's 
Humans data-disk.. 



Isn't it strange to reflect that a 
mere two years ago. most people 
would have had little idea what 
the term 'Jurassic' actually meant. 
Now, with the imminent release of 
Spielburg's bound to be- .i -block- 
buster, why call a game 'The 
Dinosaur Levels'? Just in case you 
were wondering, or happened to be 
reading lesser quality Amiga publi- 
cations recently, The Jurassic Levels 
is by no means a sequel to Mirage's 
early attempt at a Lemmings beater. 
What you have here are one hun- 
dred spanking new levels, each 
designed at a moment's notice and 
aiming to take you through some 
deadly terrain with ever deadlier 
puzzles and traps. 

The idea remains the same. You 
control a number of cavemen, some- 
where between two and eight, who 




Trained at the New York School Of 
Performing Arts, these particular 
Neanderthals are capable of creat- 
ing huge shaky human towers, just 
right for reaching those high levels. 



There is absolutely no leeway what- 
soever allowed for each level. You 
are told to begin with exactly how 
many members are In your tribe, 
and how many are needed to solve 
the puzzle. If only five are 
necessary, then five is all you'll get. 
If one dies, though, a reserve will be 
drafted in. 

you have to take them through a 
series of scrolling puzzles using their 
extremely limited capabilities and 
your overstretched imagination to 
battle through the kind of impossi- 
ble situation only seen on. well. 
Humans really. This time, however, 
you have more than holes in the 
ground and angry tribesmen to con- 
tend with. There's dinos in them 
there hills, and I don't mean the kind 
that write top selling football 
games! So, once you've leapt over 
the chasm using your spear, reached 
impossible heights by building 
human ladders and figured out 
exactly what a rope is useful for, you 
might just end up as Tyrannosaurus 
fodder. Good luck! 





It is generally accepted that a scene like this is Impossible, that dinosaurs 
had long died out before man appeared, but how true is this? It's a fact 
that Imagitec dispute strongly, giving reasons for the absence of 
dinosaurs in cave paintings such as someone rubbed the dinosaur off. 



isy joystick and 
keyboard combination, 
ut then you can't have 
verything. On the whole, 
though, nothing has real- 
ly changed. So, to repeat 
the closing comment at 
he start of this panel, if yo 
iginal, then you'll feel right 
a-levels update. 



Unfortunately, 
Human Race is 
not compati- 
ble with the 
A1200, nor is I 
ever likely to 
be. A spokesperson 
for Mirage claims 
that an enhanced 
version might be 
available in the 
fourth quarter of 
this year, but it's 
doubtful. 
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T© TO 
TEA 

1995.. .The Iraqi Republican 
Guard have overrun the oilfields 
of Northern Kuwait. War in the 
Gulf follows the fortunes of a 
crack unit of M1 tanks as the 
action unfolds. 

REALISTIC. ..GRIPPING... 
THE ULTIMATE BATTLEFIELD SIMULATION 

AVAILABLE FOR IBM PC, AMIGA & ATARI ST 

Empire Software. The Spires, 677 High Road. North Finchley. London N12 0DA Tolopho"" 081 34J9V43 
Empire Softweio is a registered trademark of Entertainment International (UK) Ltd. 



V 25 banle areas individually 
codeiS to very fine detail. 
^cVielsrthe battlefield from four 
different perspectives using a 3D mix of 
bitrnap and vector graphics. 

• Take command of 4 tank units, 
simultaneously controlling 16 different 
vehicles through the unique split screen 
control system. 

■ Call upon the latest military technology 
including; laser-range finders, Infra-red 
imaging, TOW, HEAT and SABOT missiles, 
» Liberate Kuwaiti villages, capture 
oilwells and disrupt desert supply lines. 

• Lay minefields and order up artiller 
barrages. 




REVIEW 




tf you thought that you'd need to pack a pair of sturdy hiking boots and 
some thick woollen socks to assist you on your journey through design-by- 
numbers platform land then your wrong. Sort of. By collecting a special 
broom icon during your travels you can take to the skies in a state-of-the-art 
glorified brush which should suit all your baddy bashing requirements. 
These ■vehicles' only last a short period of time so make good use of them. 



Unlike most platform games, the display below all the action is actually a 
necessity rather than a cosmetic addition which serves no useful purpose. 
Not only does it display the amount of lives and energy remaining as 
you'd expect but also the power of your throw (which determines how far 
some of the lesser spells will travel) and also how many more times you 
can use that spell before it needs to be powered-up once again. 
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ig Mac's 'n fries with a double 
helping of lard and heart dis- 
ease, please. Gee, ain't your 
accent just sooooo quaint? Why 
don't we make soccer a game of four 
quarters, y'know, with cheerleaders. 
Twinky bars and hot-dogs every fif- 
teen minutes? You crazeee mutha! 
Getoutahere, you kill me. Watergate. 
Bill Clinton. Etc. 

What GCSEs (or O-Levels. pen- 
sioners) did you lot take? Yeah, we 
all sat through maths and physics 
but hands up those of you who 
opted to take American. Not many, I 
can see, but Titus would have you 
believe that we all speak, well, Yank- 
ish. Yes, the back of the box that 
Super Cauldron comes in indicates 
that the instructions are in Italian 
(Aiuta Zmira la sipatica Strega a...), 
what looks like Portuguese (Ayunda 
a Zmira, la brunja...). German (Hef- 
fen Ste Zmira. der freundlichen...), 
French (Aidez Zmira la gentille sor- 
ciere...) and American (Help Zmira 
the friendly witch find her...). I 
though it was called English. Where 
will this fascination with our Yank 
cousins end? 

In Cauldron, probably. It's been 
taken over by an Evil Sorcerer, 
y'see, who's found a powerful 
magic chest which rewards its 



owner with untold power and all the 
things which make megalomaniacs 
so thoroughly bad. He's taken over 
the entire land and dispatched bil- 
lions of horrendously ugly creatures 
to stand in the way of any brave lit- 
tle witches called Zmira who want to 
restore Cauldron to its peaceful state 
once again. Which is a bit unfortu- 
nate considering that's exactly what 
you are... 



What with Halloween being, ooh, only a 
mere four or five months away, it seems 
as if scary platform games are going to be 
the players' choice for the next few 
months. Except they're not, as Simon 
Byron reveals. 
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Swapping between your spells isn't as automatic as you'd imagine. You need to hit the Return key to call up this 
spell book which fills up with magical potions Just as rapidly as you can collect them. You can us* each spell 
whenever you see fit but most are suited to specific times and locations and you'll often find that you don't have 
what it takes to enable you to travel a little further into the levels. 



REVIEW 




The more useful spells are obviously few and far between so when you do 
discover one it's best to think carefully before you over-use them. If you do 
run out of magical powers then you'll need to destroy a few meanies as 
doing so usually turns them into a hopping mad frog. Whenever you collect 
one of these slimy toads it increases your reserves of the spell which is cur- 
rently in use so you can cast it some more. 
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There seem to be more secret levels that proper levels In Super Cauldron 
and by entering them you can usually stumble across loads of valuable 
power-ups and maybe pick up the object you need to move on to another 
world. What's odd about this part of the game is that some exits (indicated 
by two upright posts) in the middle of the secret areas can whisk you 
promptly right back to the start so you often feel a little apprehensive 
about exploring too much. 




As Zmlra. your objective is to locate a key which will enable you to discover 
the secret of the magic book, whatever that may be. A good thing about 
the game is that there is no time limit so you can virtually take as much 
time as you like to find this valuable object. It's not all a bed of roses, how- 
ever, the restart points are pretty far apart, meaning that whenever you die 
there's usually a long trek before you can continue where you left off. 



THE VERDICT 
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Super Cauldron has all the makings 
of a good platform game but the 
new ideas the game introduces fall 
way short of retaining this status. 
True, there isn't any jumping on the 
heads of the adversaries to dispose 
of them but the initial method of 
attack is frustrating in the extreme. 
Having to carefully judge the arc of 
the rocks soon becomes tiresome 
and doesn't allow much in the way 
of leniency so you quite often find 
yourself just avoiding the critters 
and desperately hoping that you'll 
soon come across a more powerful 
and usable spell. I understand that 
there has to be some incentive to 
power-up but finding yourself 
equipped with such a non-destruc- 
tive weapon in the first place can 
be a little disheartening. The 
scrolling is weird as well. Rather 
than constantly keeping up with 
Zmira, the screen moves in jumps 
and starts so you can often find the 
display unhelpfully restricting your 
vision. Once you start discovering 
the various secret rooms things 
take a slight turn for the better. If 
you've managed to find enough 
spells then you can progress fairly 
quickly, although these areas do 
seem to be designed to allow 
progress only if you've discovered 
a certain power, which is annoying, 
especially if you've journeyed all 
that way for nothing. With a few 
improvements (and a touch more 
imagination) there would be much 
fun to be had. Graphically, there's 
nothing detrimental to say apart 
from the fact that some of the 
backgrounds look harmful when they're actually not (the 
fire being an obvious example) so you often spend most 
of your first attempt at a level avoiding things you 
needn't, making the job of successfully completing them 
all the more harder. I don't know, you could go on about 
Super Cauldron's mild inadequacies for ever but, at the 
end of the day, what we have here is a game which is, 
well, just above average. 



You have to go through the 'Disable CPU 
caches' rigmarole before you can begin to 
'enjoy' Super Cauldron on the A1200, which 
will soon prove to be more trouble than it's 
worth. 
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REVIEW 



David Upchurch, with his scien- 
tific background, is in his 
elements with Millennium's 
new arcade action puzzler... 



Slightly disappointingly, Morph has nothing to do 
with that tittle plasticine bloke whose animated 
antics used to liven up Tony Hart's otherwise tedious 
'art for the masses' TV programme Take Hart - clever pun 
that, eh? - on Childrens BBC (as they call it now). Which 
is a pity, really, because I used to quite like him. in a non- 
pervy kind or way. 

But anyway, Morph is all about the adventures of 
young scamp Morris Rolph, or (somewhat tenuously) 
Morph to his mates. One day, he pops over to see his 
eccentric chum Professor Krankenpot To his amazement 
(and our incredulity) he discovers that the Prof has invent- 
ed a teleporter device. Morph, the cheeky tyke that he is. 
can't wait to try it out and jumps onto one of the tele- 
port platforms. 

But then disaster strikes! Just as the Prof pulls the lever 
to begin the teleportation a bolt of lightning from the 
storm raging outside strikes the house, blowing the 
machine to kingdom come. When the smoke clearsthe 
dismayed Prof discovers that Morph has been turned into 
a swirling cloud of atoms, able to metamorphose into 
one of four states of varying density. 

If Morph is ever to regain his human form he must find 
all the parts of the teleporter that have been scattered 
around the house and surrounding area by the explo- 




sion. Only then can the Prof 
rebuild the machine and save 
Morph from becoming the 
star exhibit in a circus freak 
show. 

What we have here, then, 
is an arcade puzzle game. 
There are twenty-four 
machine parts, represented 
by cogs, to be found, each 
one hidden in its own unique 
level. Using Morph's four very 
different mutations you have 
to navigate your way around 
the levels, find the cog and 
then locate the exit. It's quite 
difficult to explain (as you'll 
see) but it's very easy to play. 
So let's crack on... 




The gam*'* twenty-four level* are split Into tour tones of six level* each • the 
laboratory, the garden, the factory and the sewer* - with the difficulty increas- 
ing steeply as you wont your way through them. The level select screen shown 
here allows you to play any rone you want and in any order, so il you get 
bored of the garden you can try your hand at the factory, say. To finish the 
game, however, ALL the levels must be completed. 
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They say that the best way to teach is 
by example (or something) so why not 
follow this little map to find out how 



._To where all manner of 
lovely bonuses awaftl 
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you play Morph...? 



Stay in your cloud 
form and y null float 
up here.- 
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Why not change Into the ball 
for the last le«[of the journey? 
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If • # - Wei take that 

" rubber ball 

VL/ 9 jm. transform Icon 
9k l~*yp" the way. 
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Millennium 
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£25.99 Out Now 



ioyttick 



Al the start of each 
level you are given a 
limited number of 
each transformation, 
as Indicated by the 
numbers below the 
symbols at the bot- 
tom of the screen. In 
addition there's a 
'global' limit as well, 
shown in the bottom 
right of the screen, 
restricting the num- 
ber of times you can 
transform overall. 
Exceed any of these 
limits and you fat 
the level and have to 
* try again, although 
bonus transforma- 
tion kom can often 
be picked up along 
the way. 





the qome's twenty- four 
tewHs are split into four 
zones of . ■ ■ levels each - 
the laboratory, the gar 
den. the factory and the 
sewers • with the difficul- 
ty increasing steeply as 
you work your way 
through them. The level 
select screen shown here 
allows you to play any 
rone you want and in any 
order, so if you get bored 
of the garden you can try 
your hand at the factory, 
say. To finish the game, 
however, ALL the levels 
must be completed. 
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I THE VERDICT 

I like Morph, I really do. It's got a lot 
of character, although I would have 
liked the four states to have had more 
individual 'personality' - the solid 
boulder looks a bit mean and grumpy 
but that's about It. For what is essen- 
tially a puzzle game there's a lot of 
action and you'll have to perform 
some pretty nifty transformations to 
get through some of the tougher lev- 
els - for once arcade puzzler really 
DOES mean arcade puzzler. Although 
there's not a great deal of variety in 
the types of threat you face, the con- 
stant need to change form and the 
very different abilities of each state 
mean that boredom never sets in. It's 
a great game, basically. The only 
downer is the difficulty level. Morph 
is, for the most part, very easy. 
Although there's a lot of trial and 
error involved in finding the solution 
to a level you can retry as many times 
as you want, so they don't take too 
long to crack. I'd imagine that most 
players will get through the laborato- 
ry and the garden - that's half the 
game - in a day's play. The factory's a 
bit tougher but not much more and 
the sewer is, to be fair, a sod but, 
even so, I doubt whether Morph rep- 
resents much more than a week's play 
for the average Amiga gamer. This 
easiness is a real pity because there's 
so much to recommend the game. If 
you're normally a bit crap at arcade 
puzzlers then give Morph a go but If 
you're looking for a challenge then move along please, 
'cos there's nothing to see here. 

HBHHMBil^H SIMON SAYS... 

This isn't the start of a new policy 
or anything tike that - after all. most 
of the time Dave and I agree 1 00% 
percent on the marks we award and 
The One Camp is mainly a happy 
one. But this time I feel I have to stick my oar in, so to speak. Dave's hinted at 
how easy the game is but I think his estimate of playing time is wildly inaccu- 
rate. Alright this may keep you occupied for seven days H you plug your joy- 
stick in the wrong port but it took me one and a haH hours to play through 
two Zones (half the game) and about another hour and a bit to almost com- 
plete the Sewer Zones (supposedly the toughest). If there were twice as many 
zones in Morph then I'd agree with the mark but as it stands I reckon you'd 
get a solid day's play tops and the mark should be somewhere in the forties. 
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Morph can be metamorphosed into any one of four 
very different states, each with certain advantages and 
disadvantages. Here they all are, then. 



GAS CLOUD 

This is the least dense state Morph can turn 
into. As a cloud Morph can float horizontally 
or upwards but not down, making him handy 
for getting over high ledges but little else. He 
can also pass through grills. In this form he's 
impervious to most dangers except fans, 
which will suck him up. 



WATER DROP 

As a water drop Morph slips and slides all over the 
place, making him hard to control. He can pass 
through grills in the wall or the floor but he r 
should look out for drains or he'll be flushed ■ ** 
away to his doom. Apart from that he's pretty 
robust and is very handy for putting out fires. 

RUBBER BALL 

Morph the rubber ball is good at bouncing, allow- 
ing him to reach certain platforms and ledges 
unaccessibte by any other state except the gas 
cloud. He can also smash through certain, weak 
blocks. The ball's main disadvantage is his 
fragility, as thorns will pop him and fires wi 
bum him. 



SOLID BOULDER 

The boulder is impervious to any damage and. 
with a run up. can smash through any obstruc- 
tions. Being heavy, though, it can't bounce at a 
all and can often get trapped down pits and I 
at the bottom of ledges. His other main threat l 
is water, in which he'll sink without trace. 
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After the success of Crystal Kingdoms 

Dizzy, Code/Wasters have decided that another £19.99 game is just 
the job. But, as Simon Byron explains, you might want to remain 
unemployed for the time being. 



CodeMasters' second almost 
full-price game is a helicopter 
shoot-'em-up which, on the 
surface anyway, sounds a lot like 
Electronic Arts's Desert Strike. Lafia. 
a small republic in the middle of 
nowhere, houses the world's most 
powerful drug barons who have 
formed an all-conquering alliance 
and completely taken over the place, 
the brutes. The government of the 
beleaguered country has decided 
that enough is enough and it's time 
to act but. because they haven't got 
quite as much heavy-duty firepower 
as they need, they've asked America 
(God bless it!) to storm in with their 
usual tact and blast the barons to 
kingdom come. 

Unfortunately you can't just push 
the big red nuclear button and be 
done with it as there are a number of 
allied agents who are trapped in var- 
ious parts of the islands. A more 



selective approach is called for as the 
hapless refugees hold vital informa- 
tion and therefore need to be res- 
cued using the helicopter's invalu- 
able winch thing. 

Told you it sounded very much 
like EA's recent classic, didn't I? Of 
course, there are some pretty major 
differences, the main one being the 
way the action is depicted on-screen. 
Rather than opting for an isometric- 
3D view, the Codies have decided to 
show the carnage from above, in a 
sort of plan view, which probably 
enhances the gameplay and, of 
course, has nothing to do with the 
fact that traditional 2D graphics are 
easier to draw. 

Firehawk Is a conversion of a NES 
console game which apparently 
went 'top five' in America on its 
release last year. But will it repeat its 
success over here? Probably not. and 
here's why... 





«3< 
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If you've managed to hover over a hostage for long enough then you'll 
enter this tittle sub-game. Enemy helicopters swoop In from the distance 
and you have to fend them off for as long as it takes for the prisioner to 
grasp hold of the winch. The sights on either side of your chopper move up 
and down and the idea of this bit is to push either left or right and fire at 
the same time as an enemy 'copter passes through them. A bit like the 
skeet shooting in Hyper Sports, if you remember that. 



Another fairly unimpressive aspect of the game is the Intro. It tells the story 
accurately enough but, as there's no animation, it's really nothing more 
than a slideshow with an accompanying soundtrack. The only bit of move- 
ment you do get is just before you enter the game proper. You're shown 
your bloke legging it into the helicopter on his aircraft carrier base and tak- 
ing to the skies. 




Shooting key targets often reveals icons which will, when collected, 
increase your shield (shown at the bottom of the screen) or add to your 
supply of bombs. These icons float north at quite a speed and as there's 
only a limited time before they disappear you have to act quickly if you 
want to increase your arsenal. Vour shield value becomes depleted even 
quicker later of as you have to deal with these nasty homing missiles. 




PARATROOPERS ARC 
OAOPPEO IN BEHIMI 
CMENY L1NCS FOR 
RECONNAISSANCE . 



IT IS VOUR TASK 
TO RECOVER THEN 
AND NEUTRALISE 
THE ENEMY FORCES 




own by 

pulling forwards or backwards. There are a limited amount of 
* bombs at your disposal, which can be sent forth using the key- 
board or by pulling back and pressing Fire. These explosives usually 
take out any target with one direct hit. 




The sight is useful in more ways than one. Firstly, it always appears in 
front of the chopper so you can easily tell which way you're heading 
(after all, if it wasn't there would you be able to spot which is the front 
of the helicopter in the picture above?) and secondly, the arrow inside 
indicates where the neat hostage Is situated or. if surrounded by a 
square, the whereabouts of the aircraft carrier. 
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[the verdict 

Firehawk's major stumbling block is 
its graphics. They're not that badly 
drawn but when the action gets hot 
the scenery soon becomes a mess as 
everything seems to blend together, 
making it hard to spot exactly what's 
firing at you. And as they're only 2D 
it's hard to know what can and can't 
be flown over, meaning that you 
sometimes lose shield points through 
not much fault of your own. It's not 
often that you'll find me complaining 
about a game moving too fast but an 
option to slow Firehawk down some- 
what would have been welcome as 
you'd be able to plan your attack 
more strategically. The hostage res- 
cue sub-game is a nice idea but 
unfortunately it doesn't work too 
well because of the way it's 
designed. Waiting for the hapless fel- 
lows to make their way towards the 
descended winch can become 
frustrating - in real life the blokes 
would be desperate to climb aboard 
the chopper and not spend half their 
time wandering from side to side. 
The game can rapidly become boring 
as It doesn't really introduce enough 
new elements later on to persuade 
gamers to continue - a password sys- 
tem would have been an idea here. 
Firehawk suffers badly from being 
released a couple of months after 
Amiga owners have had a chance to 
experience the sheer excellence of 
Desert Strike. The CodeMasters' 
game isn't really that bad but when you consider it's possi- 
ble to increase your enjoyment factor several hundred per- 
cent by shelling out an extra fifteen quid for EA's stunning 
arcade game then you'll soon realise that perhaps that's the 
more sensible option. 
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You can't just hover over the hostages and immediately expect to enter 
the sub-game. Oh no, you need to stay in their vicinity for a certain 
amount of time before the game will allow you to do that. A large 
square appears which begins to decrease in size until it becomes as 
small as your copter. Successfully stay alive for the time it takes for this 
to happen and you'll be given the chance to pick up the poor fellows. 





You need to fiddle with the boot options to get 
Firehawk to run on the A1200. Another reason to 
buy Desert Strike, don't you think? 
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REVIEW 






It's a MlicroProse game, it's got planes in it but this isn't your typical aircraft simulation, 
as Simon Byron finds out. 



Frankly I find the tale behind 
The Ancient Art Of War book 
a little hard to believe. 
Apparently, some old bloke 
dubiously called Sun Tzu 
wrote this novel 2500 years ago (pre- 
sumably on stone tablets or some- 
thing) in which he listed a series of 
tactics and strategic manoeuvres 
which he believed military comman- 
ders should use when involved in a 
conflict. 

Fair enough, you may think, but 
whoever wrote the manual to this 
game reckons that everyone from 
Genghis Kahn to Stormin' Norman 
Schwarz-a-what's-his-damn-name 
thoroughly studied Tzu's text. So 
where in this book was a chapter on 
'How to gain air superiority'. 'What 
to do when threatened by biological 
weapons' and 'How to drop bombs 
on allied tanks', then? Nowhere, 
that's where. 

Enough of this, let's overlook the 
blatant lies and talk about the game 
itself. In it, you get to play a series 



of battles set in different locations 
during the First World War, the idea 
being to defeat your opponent by 
pushing back the battle-lines, blow- 
ing up all his aircraft or capturing his 
capital. 

The major difference between this 
and all the other wargames is the 
inclusion of two arcade sections. 
Whenever a dogfight or a bombing 
run is taking place, you can jump 
straight into the heart of the action 
and control the planes in a hands-on 
kind of way. If you prefer to con- 
centrate on the strategic aspect of 
the battle or are just crap at arcade 
games then you can let the comput- 
er control these bits and work out 
the outcome itself. 

There's even a comprehensive- 
campaign editor which allows you to 
construct your own battlegrounds 
so if you complete all the ones sup- 
plied or find them too tough then 
you can create a war which is as easy 
or as hard as you like. Sounds good, 
yes? Let's see... 





When two opposing squadrons of planes encounter each other then you'll 
have the choice to jump into one of the planes and take part in the ensu- 
ing dogfight. This is one of the game's arcade-y sections and takes the 
form of a simple shoot- 'envup in which you have to down as many enemy 
aircraft as possible before they do the same to you. Once a plane gets on 
your tall, it's hard to shake them off but the good news is that you can' 
crash into each other. 
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If you want lo play a campaign, 
you'll need to pick one from the 
forty-plus supplied, Just move the 
pencil to the battle of your choice 
and press the (eft mouse button. 
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Before you start blowing things up, 
it's worth reading the little story 
which tells you about the 
background of the battle and why 
you're involved. 




If reading the story has left you a 
little scared then pay a visit to the 
Change Rules screen and make 
things easy for yourself. 
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Now's the time to pick a character 
to fight against (see separate box) 
and also decide what heroic 
commander you want to be. 



(Below) If you have decided to train yourself up in the either dogfighting or 
bombing sections then the game presents you with this invaluable instruc- 
tions screen which contains a pictorial representation of the joystick com- 
mands as well as helpful combat tactics. So if you've ever fancied doing a 
Half Cuban Eight (and, let's face it, who hasn't?) then all the information 
you need is available here. 



LAND OF CONFUSION 

Here's a map of one of the easier battles, entitled somewhat 
aptly as 'Land of Confusion'. The twisty, turny front makes 
working out which side you're controlling a bit tough and as 
you start off with slightly less planes than the other side (if 
you're playing as the Allied force, that is) you can see that this 
is a war which won't be over in a matter of minutes 




1 ' * (7) OB 'D "tt '0 »l 

- - ttfim t.ptg*-iB uwttN 








■n | 






If you want to send some of your 
planes on a mission then click over 
the airport with the mouse and 
you'll be able to choose which of 
your fighters you want to send 
into battle. 
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You can also specify what forma- 
tion you want the squadron to fly 
in and whether they are to perform 
a single bombing run or hang 
around until the target is 
destroyed. After all this has been 
decided, just set the flight path 
and off they go. 
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Finally, pay 
attention to 
this Informa- 
tion. It's a 
miniaturised 
map of the 
battleground 
which plots 
the location of 
the enemy 
positions. 
You're now 
ready to enter 
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Before you start a 
bombing run, you 
need to choose a 
bomber to control (if 
there are more than 
one) and then decide 
from which direction 
you'll approach the 
target area, the ideal 
route being one 
which avoids the anti- 
aircraft guns while at 
the same time swoop- 
ing over the buildings 
which need to be 
destroyed. 






Ancient Art has its very own self-contained Proficiency Test built in. There's 
no bike riding or highway code tests involved, it's much more fun than that. 
You're given a number of specified targets and the idea Is to destroy them 
all with the minimum amount of bombs. At the end of the mission you're 
marked on accuracy, efficiency, completeness, navigation and tactics. 



No two dogfights are 
lever the same. You can 
never tell which enemy 
pilots are waiting to 
take you on or how 
many fighters are going 
to be shooting at you 
when you commence 
battle. You can attempt 
to run away but If an 
enemy is close to the 
edge of the screen then 
you're likely to be shot 
down. 

You control the direc- 
tion of the bomber by 
moving the line on the 
edge of the bomb 
doors to face where 
you want to go. Each 
plane only carries 
twenty five bombs, so 
you need to be pretty 
accurate if you want to 
destroy everything 
you're meant to. 




S3* -\\^ 






f f I fi^ 



ILtla tWtNUT MIT VQuR PLnHES 
ELK.LCT PR*GE IS ^EOIUM, 
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"CUP MR'xlMUM SPEED IS RVEPRGE. 
THEIR Mfl-IrttJH SPEED IS R'.'EORGE.. 
STICK FOPuRROXEftCK IS MQflTWfL. 
•Cu MR MELT »ER VOUO PLBHE. 
SHOOTS. 

TD SB' 'E THESE RULE5 TC 0I5K. 

Dogfighting may be many things but it certainly isn't easy - although it can 
be. By pressing FT you can call up this comprehensive set of rules and alter 
them so that you stand a greater chance of victory. You can change the 
range of your bullets, the rate at which you climb and the amount of 
armour your plane has so that it takes more hits before you are sent 
plummeting earth-wards. 
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You can fight against one of the five geezers shown here 
and each has their own unique style and method of 
attacking. Some are more subtle than others, choosing to 
take out your supplies rather than your airfields, so 
knowing who's who can be very advantageous... 



This Chinese bloke lived 2500 years ago 
In the Kingdom of Wu but has been res- 
urrected especially so that he can give 
you a good kicking. He's the author of 
The Art of War so. as you can imagine, 
he's a formidable opponent. Once his 
front starts advancing you'll be in big 
trouble and it's best If you keep some 
fighters handy to defend your capital, 
should he try and attack it. 






LORD KITCHENER 



He may have a crap name but Mr 
Kitchener is an Englishman with a very 
strict plan of action. He'll attack your 
airbases first and then move onto your 
industrial completes. You'll inflict the 
most psychological damage if you 
manage to destroy his supply depots 
as they provide a great deal of strate- 
gic value to him. 



Whatever you do, don't mention this 
Frenchman's name in front of your granny 
as she's likely to try and wash your mouth 
out with soap. He'll protect his capital 
with great force so it's advisable not to 
try and destroy it directly. The best tactic 
is to to bomb his strongest targets and 
advance the front. 
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Sequels aren't usually as good as the 
original so I'd hate to know what 
Wilhetm number one was like - his son 
is bad enough. He'll concentrate on 
advancing the front which leaves his 
flanks weak. The best thing you can 
do is stop him pushing forward other- 
wise you'll soon discover that you've 
got no territory left. 



As you can tell from the way he looks. 
Spike is completely bonkers. This doesn't 
make him a pushover, though, as his 
erratic style can often result In some thor- 
oughly nasty attacks. For some reason 
he'll attempt to blow up all your bridges 
whilst randomly striking out at any of 
your targets he feels like having a pop at. 





To add a certain degree of authen- 
ticity your guns heat up with contin- 
ued use SO If you hold your finger 
on the ffrcbutton for a long time 
you'll soon notice that your plane 
changes into this jammed icon. The 
only way to restore normal service 
is to lay off the trigger until the gun 
temperature falls down to its usual 
level. Of course, this makes the task 
_gf destroying the rest of the planes 
that much harder. 




This is the first thing 
you'll come across in the 
game and from here you 
can change any of the 
game's features, contin- 
ue a saved game or even 
design your own mini- 
war! If you're feeling 
confident then you can 
opt to begin the carnage 
straight away but It's 
advisable to experience 
a few combat situations 
before you enter a full- 
blown campaign. 



THE VERPIC 

Although the Idea behind Ancient Art 
is a good one, long delays hamper the 
game's enjoyment. The four disks need 
to be swapped with frightening regu- 
larity so single drive owners are In for 
a hard and frustrating time. There are 
loads of what seem to be unnecessary 
delays all the time • things like having 
to wait for the pencil graphic to be 
loaded every time you call up an 
option screen is just ridiculous. You 
would have thought that something as 
frequently displayed as that would be 
retained in memory, especially on the 
A1200, but sadly not. That said, 
though, Ancient Art is one of the most 
accessible strategy games I've come 
across. The arcade sections are fun to 
play and because strategy purists can 
opt not to play these If they're a little 
too 'modern' for them, the overall 
gameplay should appeal to most peo- 
ple. If you've never played strategy 
games before then this is a good one 
to try, as it's not too complex or 
involving and you pretty much know 
what's going on all of the time, some- 
thing which cannot be said about most 
wargames. At the end of the day, 
you've got to remember that this type 
of game doesn't usually race along at a 
high speed, so if you enjoy and play 
these games anyway you're not likely 
to be surprised. It's just a shame that 
the lack of pace Is likely to put some 
people off, as there's a cracking game 
underneath. 
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Hooray! Ancient Art moves faster on the A 1 200. which makes 
the game far more enjoyable. As I've said above. It's a pity that 
additional data Isn't loaded into memory before you start play 
ng, which would have cut out a few of the delays and moved 
things along quicker. We can't expect miracles at this relatively 
early stage In the life of the A1200, but it's something worth 
bearing in mind, software houses. Anyway. I'd give Ancient Art 80% if 
you're playing it on a turbo-charged Amiga. 




ISN'T IT TIME YOU GOT SOME 
GAMES WORTH PLAYING? 




'IN A CLASS BY ITSELF... EXCELLENT 
GRAPHICS AND SOUND.' 
AMIGA FORMAT 90% 

AMIGA, ST AND PC 

RRP: £12.99 RELEASE: APRIL 
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AMIGA ACTION 90% 

AMIGA, ST AND PC 
RRP: £9.99 RELEASE: APRIL 




CLUB 



"ORIGINAL AND SURE TO APPEAL" 
AMIGA ACTION 
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■THOROUGHLY ENJOYABLE. ..WITTY 
AND INGENIOUS!" CU AMIGA 84% 
AMIGA, ST AND PC 
RRP: £9.99 RELEASE: MAY 



"PLAY THIS ONCE, AND YOU'LL STILL 
Bf AT IT MONTHS FROM NOW" 
AMIGA ACTION 85% 

AMIGA, ST AND PC 

RRP: £9.99 RELEASE: MAY 
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REVIEW 




David Upchurch gets hot under the collar as he reviews Loriciel's saucy shoot-'em-up. 




Initially Anthemis starts her adventure armed with feeble one-shot fireballs. 
Find a power-up, however, and she can fire horizontally and diagonally 
upwards. A third power-up and she's able to scatter magical fireballs all 
over the shop. You can also angle her fire to shoot di.igon.illy up but not 
down, which is annoying as many of the smaller monsters lie low to the 
ground and so have to be avoided rather than blown up. 




Here she is boys - Anthemis in all her glory, wearing little more than a 
frown. Quite what a feminist would make of all this I don't know but • hey! 
- we've had plenty of blokes running around scrolly slash-'em-ups wearing 
nothing but a furry codpiece to cover up their embarassment so it's only 
fair. It's equality. Or something. 




cau 

0 



One of the best power-ups to find is 
the Lightning. As the name implies it 
causes shards of lightning to 

emanate from Anthemis's hands, 
the big attraction being that 
these shards will home in on 
any baddios in the vicinity. 



Anthemis is an athletic sort. As well 
as being able to run, jump and 
shoot fireballs from her hands she 
can climb up and down sheer moun- 
tain rock faces. The only drawback 
to such mountaineering activities is 
that she can't use her weapons. 



There was a bit of a ker fuffle when Entity turned up for review in 
the post (wrapped in plain brown paper, naturally). In fact, a fight 
nearly broke out as Simon and I fought over who would get to 
review it. It wasn't the promise of Entity's gameplay that was get- 
ting us all worked up (chance would be a fine thing) but the fact 
that the game's hero or rather heroine is a lurvely lady. Being rather sad, 
lonely and pathetic lads, even the hint of a female gets us feverishly foam- 
ing at the mouth and knowing what those Frenchies are like we were 
expecting big things - if you know what 1 mean. 

As the battle raged on Simon got so over-excited he had to go home and 
have a cold bath - at least, I think that's what he said. I. being older and 
having a more mature approach to life, simply stuck pins in my hand until 
I'd calmed down, thus leaving me the only person left in the office able to 
review it. And now, if truth be told, in a lot of ways I wish I wasn't. 

Oh, don't get me wrong. On the sauce front it's much as I'd hoped. 
There's a drool-inducing intro. explaining of how the evil Entity has escaped 
from its prison and how the unnaturally well-endowed Anthemis (Phwoar! 
Gorblimey! Gumph! Etc!) is plucked from our world, has a skimpy little 
black number spray-painted on and is turned into an Amazon-like warrior, 
blessed with fireball-casting hands. But once that simple pleasure out of 
the way we're into the game and... well. 

Entity is basically a by-the-numbers platform shoot-'em-up. Anthemis 
has to run and jump around the scrolling landscapes, zapping monsters and 
collecting power-ups, in the search for three magical sceptres which will 
open a dimensional gate to the next level and (loser to a final encounter 
with the Entity. It's the sort of thing you've seen a hundred times before 
and will no doubt see a hundred times again. Anyway, in case you're new 
to all this, here we go... 




Reach the end of the first level and you'll have to face this brute. The end- 
of-nasties are brilliant throughout with some impressive animation on dis- 
play, especially on this Tyrannosaurus Rex. The process of defeating them is 
slightly less inspired, however - simply fill "em full of fireballs while dodg- 
ing their return shots. Ho-hum. 
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On her travels Anthemis may find 
one of Billy the Dreamer's wands 
and picking it up will cause a series 
of glowing platforms to appear. 
Although they may look fairly 
straight-forward to negotiate 
they're not - the platforms 
disappear once used and some 
rapidly sink when stepped upon. 
Still. Iff a good idea to explore 
these mystical pathways as invari- 
ably they lead to some sort of bonus 
or power-up and maybe even one of 
those elusive sceptres. 



This is what you've been looking for 
- one of Bismuth's Sceptres. Find 
three of these and you can make 
your way to the teleport to the next 
level. Each sceptre is either hidden 
in a secret location accessible only 
by magical platforms or guarded by 
one of the larger monsters. You can 
find handily-placed scrolls along the 
way which will give you hints as 
their whereabouts. 



Much of Entity is 
spent hopping 
from platform to 
platform. The con- 
trol over 
Anthemis's jump- 
ing could be more 
precise as it's very 
easy to slip off a 
platform when 
you didn't intend 
to, which is very 
annoying over 
lethal water areas. 
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THE VERDICT 




Loriciel 
In-house 



£25.99 Out Now 




57% 



48% 



58% 
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It has to be said that the biggest boob 
in Entity Is that somebody at Loriciel 
actually thought we needed another 
mediocre run-n'-shoot-'em-up. The 
game feels like it was written by 
someone with a checklist: Okay, have 
you put in some power-ups? Yup! 
End-of-level monsters? Yup! Secret 
bonus rooms? Yup! Do we need any- 
thing else? Nah, that should do It! 
Don't get me wrong - Entity's all put 
together competently enough but the 
gameplay is sooooo drea- 
ry and boring. You really 
have seen this sort of 
thing a hundred times 
before and a lot, lot bet- 
ter - the superb 
Lionheart. for example. If 
Entity looked and sound- 
ed as good as Thalion's 
game then It might have 
faired a bit better, but 
the pixelly backgrounds 
are coloured in varying 
exciting shades of drab 
while the sound effects 
consist mainly of squeaks 
from the monsters and 
strange warbles when 
you collect a power-up. 
Entity's only real plus is 
its end-of-level meanies. 
These are really some- 
thing rather special, being 
big. well-animated and 
actually quite scary, especially 
that rounds off the first level. But whatever you 
do don't let them encourage you to buy the 
game, as there's a lot of tedious so-called 
'action' to endure before you reach them. It 
takes a lot more than mammoth mammary 
glands to make you stand out in a genre as crowded as this, 
as Entity shows. 



Lush 256-colour backdrops, super-smooth five- 
layer parallax and 2Mb of sampled sound are just 
some of the things you WON'T find In Entity on 
the A1200. The game IS fully compatible, though. 





REVIEW 



"Oh no, not another RPG V " grumbles 
David 'Misery' Upchurch. "Hang on, 
though, this is one's not half bad..." 
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Your party is limited to four mem- 
bers, one from each of the four char 
acter classes. However, this screen 
allows you to alter certain limited 
aspects of each character. A charac- 
ter's statistics (health, strength, 
intelligence, etc) define how well 
they perform in their class, i.e. a 
Runemaster needs a high 
intelligence to cast spells well, and 
you can raise some of these stats 
slightly at the detriment of others. 



(Below) Combat is as easy to control 
as the moving around - just click on 
the sword icon in the bottom-right 
of the screen and the party will 
attack any nasties in the vicinity. 
You can then either let them get on 
with It or intervene on a character's 
behalf and give them new orders. 



PGs are the dirty mags of the computer games world. Everybody 
sneers at them but they sell like the proverbial hot cakes so some- 
body's got to be buying them. I'll bet there are quite a few Amiga 
gamers who brag to their mates about how they'd much rather play Pro- 
ject-X or Zool than some crummy RPG and then, when they're alone in 
their bedroom behind a locked door, pull out a secret copy of Ultima VI 
from under their mattress and sneakily load it up. 

Or a copy of Legend, for that matter. Legend took a lot of people by sur- 
prise when it was released around abouts the middle of last year. It had 
had very little fanfare of pre-launch hype, yet it turned out to be one of 
the most exciting and innovative RPGs in a long time. 

And now we've got Worlds Of Legend, sub-titled Son Of The Empire. It's 
not really so much Legend 2 as Legend VI l You see. the gameplaying 
engine itself hasn't been changed much (or at all, actually) but the sce- 
nario is all new. The parly of four adventurers - a-6erserfcer. Assassin, Rune- 
master and Troubadour (I'll not embarrass myself by giving you their 
names, as they're all of the 'Thfingelgorr the Mighty' variety) - are sum- 
moned to the Empire of the Moon in the Far East, where there's big trou- 
ble a tool, to put it mildly. 

You see, the Emperor has been killed, murdered by his former aid Ti- 
Mann MoChun. And as the Emperor was the Assassin's father, this has 
become something of a personal matter. The only way to defeat the fiend 
is by finding the four shards of the Eternat Amulet and summoning the 
Eternal Champion. Are you up to the task? We'll see... 
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In the top-left corner of the screen 
you can see a dragon scribbling 
away on a scrap of parchment. This 
is Elliot and he performs two very 
useful functions. If the party are 
down a dungeon then clicking on 
Elliot will bring up a map of the cur- 
rent level, showing rooms visited so 
far with the party's location shown 
by a red cross. Very handy. If the 
party are attacked in the wilder- 
ness, however, then clicking on 
Elliot will allow the party to 
flee. All-in-all Elliot is one very 
friendly dragon. 





While travelling around the Empire it's likely that sooner or later your party 
will be beset by roaming brigands or monsters. These surprise attacks take 
place much like fights in dungeons on an isometric-3D landscape. Fights In 
the wilderness are generally much tougher than those you'll find in the city 
dungeons so it's best not to venture across country until your party's well- 
equipped. 

The spell system is one of the game's 
most interesting aspects. Actually 
casting them isn't too novel - you 
simply bring up the spell list and click 
on the one you want - it's how you 
add spells to this list that's interest- 
ing. Spells are created by mixing cer- 
tain ingredients while invoking runes. 
It's such a flexible system that you 
can design an almost infinite number 
of unique, home-made spells. 




Wilderness 
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The adventurers' quest takes them all over the Empire, and their progress is 
depicted on this attractive map. Since the Emperor's death it has been a dark 
time for the realm, with many factions rising up to try and take control of the 
empty throne. The troops of these opposing forces are represented by banners 
of various designs and it's best to try and avoid them as they travel from town 
to town unless you fancy a fight. 

Chun 




REVIEW 




To move a character you simply highlight their plinth in the bottom- 
left of the screen and then click on where you want them to go. If a 
character is moved to the exit the rest of party will follow, avoiding 
much tedious moving all the characters one by one. 



This is Ti-Mann MoChun. the man who killed the Emperor. As you can see 
he's rather dismissive of your attempts at revenge. As you travel around 
you'll meet many people who'll either try to help or hinder you. They'll 
either engage you in simple conversation (you can't actually ask questions, 
the character will just give you information) or offer you goods to buy. 
Some characters, on the other hand, will simply attack you. 




Worlds Of Legend is top stuff and no 
mistaking. The control over your 
party of four adventurers as they 
explore the dungeons is brilliantly 
thought out • it may look complex 
from the screenshots but believe me 
you'll get the hang of It in no time. 
The ease of the control system 
makes the monster bashing particu- 
larly exciting which is not, 
surprisingly, always the case with 
RPGs. The puzzles are clever but not 
too mind-bending, acting as a nice 
complement to the action rather 
than halting it. On top of that the 
plot Is engrossing too, pulling you 
into the adventure and holding you 
there. Although I'm not too keen on 
the graphic style used on the still 
graphics - they're a bit too grainy 
and drab-looking for my liking - 
they're brilliant in the dungeons, 
and you'll soon build quite a strong 
attachment to the wonderfully-ani- 
mated little figures. Trouble is, all 
these comments apply equally as 
well to the original Legend, now 
available on the Mindscape Classics 
budget label. If you've never tried 
out the Legend game system before 
- and you really should, because It's 
excellent - then I have to say you'd 
be wiser trying it out on budget first 
and then, assuming you like it, get- 
ting this afterwards. Legend 
devotees, however, will need no 
encouragement to rush out and 
get this as soon as poss, and very 
sensible of them too. One day all tj 
RPGs will be made this way... 
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Worlds Of Legend 
works fine on the A1 200 
with no problems. 
There are no really obvi- 3 
ous Improvements. 
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This is a map of one of the shorter Outside levels 
which only scrolls horizontally. It's not too hard 
to complete, as you can see. 
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Collecting coins doesn't just 
increase your score. For every 
25 coin-. Woody collects, your 
energy is increase by one -bar 




These shell-type 

creatures only 

fire when you 
near them 



Platforms can either be safe 
or contain deadly pop-up 
spikes but. to make matters 
(OnjJSSlMpjBne moves 



No matter how hot it gets, never 
ever be tempted to strip off and 
toke a dip • water it fatal to Woody 





Stand by for more platforming action as Simon Byron checks out Global Software's latest 
release. But Woody buy it? 

Woodya believe it? (You can stop that right now - Ed.) The 
magical crystal has disappeared and without it the king of 
Woody's World will not be able to regain power from the 
evil forces who have overthrown him. And as is usual for 
people in power, the king has decided that someone else 
has got to venture forth and retrieve the stone so that the regal ruler can 
concentrate on driving around in a huge car and waving at people a lot. 

Woody is the one who has been selected for the job. Armed with noth- 
ing more than an ancient scroll containing a map of the kingdom and a 
head full of crazy heroic notions, the young elf has to leap forth into 
uncharted territories and locate the crystal. The map depicts the six castles 
which form the kingdom but there is rumoured to be a seventh and it's that 
fortress which is the odds-on favourite location of the powerful crystal. 

Starting off at the Steam Castle, Woody's task is to find a certain amount 
of chests within each level and make his way to the exit door. Of course, 
it's not as easy as it sounds because everywhere that Woody visits has been 
taken over by a number of obviously Mario- and Sonic-inspired meanies 
and lethal traps. 

Woody's World is the first full-price release from Vision Software, the 
team behind the excellent Cybernetix (as If ygu didn't know). But has the 
transition from Shareware to commercial game been a smooth one? You 
know where to look. 




Like a certain other game which we'd rather not care to mention there's a 
map screen which pops up between levels. From here it is possible to select 
which route you want to take and the available stages are shown by a 
question mark. As more and more levels are completed. Woody's choice of 
stages is greatly increased until - yes! - you can finally access the seventh 
castle. Pressing Escape on this screen calls up an options menu where you 
can enter any level codes you happen to obtain. 



Hello, we've seen this sort of thing 
before. Oh yes, it's the familiar 
bonus blocks as pioneered by that 
plumber bloke. As if you hadn't 
guessed, knocking the underneath 
of these squares with your head will 
increase your score and sometimes 
reveal a valuable power-up. You 
need to think carefully before bash- 
ing these blocks away as once 
knocked they disappear, meaning 
that Woody can't use them as step- 
ping stones. 




After exploring the level as best he can. 
Woody comes across this combination lock- 
type thing. The individual squares act identi- 
cally to bonus blocks but instead of revealing 
power-ups, they simply change to show 
another shape. It's a sure bet that these have 
sonwthing to do with the lack of exit, but 
how on earth do you crack the code? 
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!CT NOW FOR POWER-UP 

There are three 'states' Woody can be In, depending on 
what items he manages to collect. I know you're all just 
gagging to know what they are so below you'll find some 
handy descriptions, just for you. 



Sporttng a lovely blue number. Woody can run about, jump 
and... that's about it. really. Compared to the other two, 
(he normal state is the equivalent of a barbed-wire hand- 
rchief - not very good for nosebleeds. (Pardon? -Ed.) 




Ah-hal Collect a Sceptre and as if by magic you'l 
wearing a dazzling green robe and a Tupperware- inspired hat. 
Prince Woody can kick enemies and also jump slightly fur- 
ther than normal, meaning that you don't have to use as 
h care when leaping across huge voids. 



Completely brilliant 1 The King is the hardest of 
bice Wonder Woman he can leap tall buildings in a f 
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f 



all. 

single bound. (That's Superman, actually - Ed.) Oh, okay, 
he can jump quite far and also shoot stars at any ene- 
mies by pressing Fire. That way he doesn't get his Hush 
Puppies dirty, you see. 




Don't hang around on 
these platforms for too 
long as they'll fall away if 
you apply too much weight 




Some of the monsters have a 
small degree of intelligence. 
This Un will speed up if you 
try to bash its head in 



Here's where you 
leave this level by 
pulling down in front 
of the E*H door. Are 
there any more bonus- 
es nearby, though? 



Most of the enemy creatures roaming the land can be destroyed by the 
now familiar method of jumping on their heads - something which eight 
out of ten platform games prefer, apparently. The ones to watch out for. 
though, are the deadly ghosts (not shown here because they're too scary) 
who constantly home in on the elf - one touch and you'll be a life down. 




There are loads of bonus rooms 4o find, most of which contain squillions of 
coins, chests and power-ups. item be advantageous to take time out and 
explore these rooms as there are often hidden areas which contain yet 
more points-awarding goodies^ VtouJ) *also find several special Throne 
Hooms which can only be entered by King Woody. 



At certain points through- 
out the game. Woody 
gets the chance to enter a 
fantastic bonus level. This 
takes the form of a manic 
roller-coaster train ride 
with the idea being to 
collect as many bonuses 
as possible. The good 
thing about this stage is 
the fact that no matter 
how wildly Woody leaps 
into the air. he'll always 
land safely on the train. 



I THE VERDICT 




Although Woody's World is by no 
means a bad start to Vision 
Software's commercial career, you 
can't help thinking that the game is 
slightly lacking in most areas. The 
first thing that you'll notice is the 
empty feel to the levels. There 
aren't enough enemies milling 
around to present a major challenge 
so you can get quite far into the 
game after a few goes. It seems as 
If Vision have tried to gloss over 
this relative shortcoming by reincar- 
nating any creatures who have 
been disposed of whenever you 
revisit an area you've previously 
cleared. This is annoying to say the 
least, and not at all fair. The levels 
are generally too short, with very 
little to tax the average gamer, save 
for the enthusiastic inertia 
bestowed upon Woody. In fact, the 
majority of lives lost are usually a 
direct result of losing control and 
falling into bottomless pits - which, 
as regular readers will know, is one 
of my pet hates. Apart from all 
that, Woody's World Is fairly enjoy- 
able. It doesn't come up with any- 
thing original but it's competently 
programmed and entertaining for a 
while. There are quite a few zones 
split into a total of sixty areas so 
the game is fairly large, something 
which should make up for the not- 
exactly-huge levels and the moder- 
ate ease with which you can 
complete them. Woody's World is by 
no means a classic game but when 
all's said and done It's quite good 
fun and ideally suited to younger 
gamers or anyone who can't keep up 
with the frantic modern platformer. 
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INTERNATIONAL 

RUGBY CHALLENGE 



Rugby has been called 
played by gentlemen', 
made Dave 'The Beast 
Domark's rugger sim... 

Ah, yes. Rugby. What 
golden memories of my 
schooldays that sport 
evokes... Freezing cold 
days with the chopped- 
up mud pitch as hard as steel... Get- 
ting my knees gobbed on in the 
scrum... Desperately trying to avoid 
ever getting the ball... Some idiot 
kicking the ball forward into my 
head... A big bloke wearing studded 
boots stamping on my legs... Dimly- 
seen faces looming above me say- 
ing "Is he still alive?"... Great days, 
great days. And now Domark have 
given me the chance to relive those 
classic moments from my past with 
International Rugby Challenge. At 
least this time I can play the game 
without fear of hospitllisation. 

The action is viewed from a 
slightly tilted top-view which scrolls 




'a game for animals, 
so that's why we 
' Upchurch review 



to follow the ball's movement, with 
the aim being to get the ball down 
the opposition's end of the pitch 
and over their try line. Like most 
sports sims you control the bloke 
nearest to the ball, and there are 
simple joystick manouevres allow- 
ing you to do all the tackling, pass- 
ing and kicking that you'd expect 
from a rugby game. 

Unlike Domark's first rugger 
game from a couple of years back, 
IRC allows you to play in either the 
Rugby World Cup or the Five 
Nations Championship and even go 
on tour with your team around the 
British Isles, Europe. Australasia and 
the Americas. On top of that you 
can invite a like-minded rugger 
fanatic around for some two-player 
fun. What more could you ask for? 
A good game, perhaps? 

Look at that red hot action! If you're 
not holding the ball a tap of fire will 
launch your nearest team member 
to the opposition player In posses- 
sion into a tackle. If you've got the 
ball, however, a quick tap of fire will 
make you pass back to the nearest 
friendly player to the rear. 



If the ball goes off the edge of the 
pitch (as it seems to do with alarm- 
ing regularity) then the two teams 
line up for a throw in. These are 
dealt with using a similar power bar 
system to conversions. Here, howev- 
er, the more welly you give the ball 
the further down the Hne it'll go, 




convex:. ion k::k 



If you score a try thefuou get 
the chance to 'convej£it for 
more points by booting it 
between the posts. A 'power 
bar' appears. By tapping fire 
when the bar's at its longest 
and again when the bar drops 
quickly between those two 
lines then you score. It's not 
too hard to do, even though 
sometimes there is wind to 
complicate matter* slightly. 




Our Simon, whinging young git that 
he is, often complains In these very 
pages that he gets all the crap games 
to review. But If ever there was a 
game that disproved his rather bitter 
and small-minded theory then 
International Rugby Challenge is it. I 
simply can't believe how bad it is. 
The most damning criticism of the 
game I can make is that it just 
doesn't feel like rugby at all, not 
even in spirit. I soon discovered after 
just a few minutes of play that a 
near failsafe method of scoring was 
to make whoever's got the ball run 
in a zig-zag up the pitch - the oppo- 
sition can't do anything. But such 
one-man charges for glory are just 
not rugby. You can try passing but 
it's unlikely you'll find any of your 
computer-controlled fellow players 
in a convenient or useful position so 
why bother? I seem to remember 
similar criticisms being aimed at 
Domark's last rugger sim Rugby: The 
World Cup but at least that game 
had a modicum of payability . IRC, 
on the other hand, has none. The 
scrolling is jerky beyond belief and... 

Oh, what's the point In 

moaning on and on 
IA. about it? I 

/A± think 
IK a ^mjp you've 

idea by 
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International Rugby 
Challenge is fully compati- 
ble with the A1200. unfor- 
tunately. There's some 
speed Increase but noth- 
ing that makes the game 
any better 



Tb&Hier ,A\*il Order 

Please send cheque/PO.Access/Visa No. and expiry date To: 
Dept THO06, 10 Tinkler Side, Basildon, Essex SS14 1LE Tel: 0268 271 1 72 Fox; 0265 27? 173 

Telephone Orders: Mon-Fri 9am-7pm and Sat & Sun 10am-4pm Wo Are Open 364 Days a Yoar 
P&P and VAT is included for all UK orders. Please add £2 P&P for Europe and £3.50 for Rest of The World 

Next day delivery service available £3. 
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Qukkjoy Topstor 
Quiekjoy Turbo 
Quickjoy JerfighFer 
Cheetah 125+ 
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ACCESSORIES 

17.99 
10.99 
11.99 
7.99 
14.99 



Competition Pro 5000 1 3 .99 

1/2 Meg Upgrade 24.99 
l/2t\^L^gr«Je + Clock 26.99 



TDK /VERBATIM 
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50 x 3.5" - 23.99 

100 x 3.5 - 44.99 



RECYCLED 

10X3.5 
20X3.5 
30 X 3.5 i 
40 X 3.5 - 
50 X 3.5 - 
100X3.5 



- LOOSE 

4.50 
B 50 
12.00 
15.00 
17.50 
35.00 



Who's on for a bit of pillaging, then? David Upchurch joins Interplay's three Viking 
warriors for a spot of monster-bashin' and puzzle-solvin'... 




rik, Baleog and Olaf were not your typical Vikings. Whereas oth- 
ers of their rather violent culture enjoyed sailing across the 
North Sea on raids to foreign villages and towns, these boys pre- 
ferred to spend their days hunting for food in the woods (and 
no doubt popping down to the boozer for a couple of jars of 
ale afterwards) before popping home to their devoted wives. Life was. as 
Erik comments during the game's intro. good. 

Then - disaster! One night, a giant alien spacecraft descended over their 
cluster of little huts and used a powerful tractor beam to pluck the still 
soundly-sleeping Norsemen from the comfort of their beds. The architect 
of this dastardly scheme was none other than Tomator. an alien big game 
hunter, who had decided that his collection of exotic creatures was lack- 
ing something small, irritable and bearded. 

But Erik and the boys don't intend to spend the rest of their days sitting 
inside a cage. Oh no - no sooner have they awoken onboard the spaceship 
than they start to plan an escape back home. The fact that they haven't 
got a clue where they are doesn't slow them down at all. Thus begins the 
Saga Of The Lost Vikings ... 

Interplay may not release much on the Amiga, but when they do you 
can bet it'll be something pretty special. It's good to report, then, that The 
Lost Vikings maintains that tradition, in a nutshell it's an arcade adventure 
spread over 37 self-contained levels. Using the three Vikings (each has 
their own specific skills) you have to solve puzzles, bash nasties and nego- 
tiate all kinds of platform -related troubles en route to the exit to the next 
level. Although The Lost Vikings may sound like the sort of thing you've 
seen a hundred times before, you've never seen it done quite like this. 
Here's why... 
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Erik the Swift is the nominal head of the group. He tends to get a bit ratty 
with Olaf and Baleog but you can hardly blame him - trying to control this 
lot would test anybody's leadership skills. Erik, as his nickname implies, is a 
bit nippy on his toes and is the only Viking able to jump. Not only that but 
he can also use his head to ram and demolish obstructing brick walls. Erik 
no doubt wishes they had Anadin Extra in Viking times. 
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Olaf the Stout is the gang's bum- 
bling comedy figure but that's not 
to say he's useless. Far from ft. in 
fact, because Olaf carries a sturdy 
shield which will protect the boys 
against anything from a glob of 
snake's venom to a firey lavaball, If 
Olaf raises the shield above his 
head It can be used as a 
stepping stone to help Erik 
reach the higher platforms and 
also as a make-shift hanglider. 




Baleog the Fierce is the group's warrior, a real hard-nut armed with sword 
and bow. Obviously the sword's weakness is that Baleog has to get dan- 
gerously close to the monsters before he can use it. although there are 
some tougher meanies that can only be killed by it. The bow, on the other 
hand, can pick off most monsters at long range and can even be used to 
activate switches or levers. 



Which arcade adventure would be 
complete without some switches to 
fiddle with? The lost Vikings is no 
exception. Fortunately the switches 
tend to be fairly close to the object 
they affect so there're none of 
those annoying 'So what on earth 
did that switch do?' problems. , 
Instead, the puzzles tend to revolve 
more around finding ways to reach 
the switches, as you can see here. 

id I 





(Below) Each Viking can carry up to 
four items, which can be picked up 
by making a Viking walk over them. 
Some of the items are for instant 
use, such as energy-restoring food 
and smart bombs, while others 
have be used in certain locations, 
like the colour-coded keys for the 
door locks and the obstruction- 
destroying time bombs. If a Viking 
gets overloaded you can make him 
give Items to one of his comrades, 
provided he's not too far away. 





This puzzle is typkal of the sort in 
The Lost Vikings. There's a wall 
blocking the exit and above are four 
blocks with symbols engraved on 
them which can be changed by 
pressing the switches. Obviously 
you have to set the symbols into 
some sort of combination to open 
the door. Vou could spend hours 
trying to work it out for yourself, 
but If you explore to the right you'll 
find a block with some familiar- 
looking marks on it. Set the symbols 
so they match and - open sesame! 



Every so often, mainly In the 
earlier levels of the game, the 
Vikings will meet a friendly 
face who they'll be able to 
talk to. Although you can't 
actually ask questions or any- 
thing as sophisticated as that 
- all that happens is that 
when you walk up to the 
character a series of speech 
bubbles appear - it's wise to 
pay attention to what they 
say as they can often give 
you very helpful tips about 
how to complete the level. 



THE GLADIATORS! 






The Lost Vikings calls upon your 
arcade skills just as much as your 
adventuring abilities. Here Erik has 
to dodge the falling blocks as they 
tumble down from the ceiling and. 
once they've come to rest, use them 
as a springboard out of the pit. It's 
a particularly nerve-w racking exer- 
cise) It's this constantly changing 
pace ■ one minute slow and 
thoughtful, the next fast and excit- 
ing • that makes The Lost Vikings so 
much fun to play. 
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Sobl Erik's... dead! But don't tret - as 
his burning funeral longboat drifts 
off into the moonlight as simple tap 
on the firebutton will resurrect him 
in a blinding flash of lightning and 
you can attempt the level again. 
While this sequence is all very nice 
the time it takes to load in and the 
subsequent time it takes to reload 
the level can get a bit annoying, 
though fortunately not enough 
to really spoil the game. 



Name: (Baleog the) 

FIERCE 

Age: 25 
Height: 6' 0" 
Weight: 220lbs 
Speciality: Combat, chopping, 
slicing and dicing. 
"My phenomenal upper- body 
strength makes me skilled at 
killing things, which I like doing 
very much. Don't mess with me 
lam FIERCE!" 



Name: (Erik the) 
SWIFT 

Age; 19 
Height: 5' 8" 
Weight: 160lbs 
Speciality: Scouting, speeding. 
"Thanks to my outstanding 
thigh and calf muscle develop- 
ment I am the quickest Viking 
on the earth. I am faster than a 
bolt of liquid lightning - / am 
SWIFT!" 



Name: (Olaf the) 

STOUT 

Age: 23 
Height: 6' 2" 
Weight: 320lbs 

Speciality: Defense, aeronautics, 
comic relief. 

"My high-protein, high-fibre, 
high-cholesterol diet ensures 
that I have the weight of a hun- 
dred men. Please don't call me 
fat - 1 am STOUT!" 
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TIME TUNNEL! 




WORLD 1 



The trio's adventures start here, 
aboard a strange alien space- 
ship (not that they understand 
what a 'spaceship* is, of 
course). As they start exploring 
they learn they've been cap- 
tured by Tomator, a sort of 
alien 'big game hunter' who 
wants them as exhibits in his 
lactic zoo. 




WORLD 4 



t-mdustnal apoc- 
alypse zone (or something). 
Basically what that means is lots 
of crushers, cranes, spinning 
blades, conveyor belts (hooray!) 
and gun-toting droids to con- 
tend with. If you thought The 
Lost Vikings was a bit easy then 
this world will soon change your 
opinion! 




A wetrd swirling vortex aboard the spaceship transports the Vikings 
back to prehistoric times, where cute blue dinosaurs and spinning 
hairy cavemen roam. The puzzles start to get slightly more tricky 
here, with the introduction of keys and what have you. 



Sproing! Wacky world! Here you'll find some very strange 
things, like pumps that can be used to turn your Vikings 
into floating blimps! Nothing here is quite what it seems 
so tread carefully. After all. wacky can sometimes mean 
deadly, you know! 
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Another vortex whisks 
the Norse nutters to 
ancient Egypt. The mon- 
sters get nastier here, the 
mummies being a partic- 
ularly notable example - 
they're invulnerable to 
arrow attacks and one 
touch from them turns a 
Viking into a fellow mem- 
ber of the undead! 



THE VERDICT 



One final vortex journey returns the gang to Tomator's ship and a fateful 
confrontation with the big bad cheese himself. With his double-barrel 
laser shotgun and mysterious ability to teleport at will he is. naturally 
enough, the toughest foe you'll meet all game .. 
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GET OUTTA HERE! 

Here we join Erik, Baleog and Olaf as they battle through 
the final level of Tomator's spaceship and discover the 
warp to the prehistoric zone. Follow their adventures 
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for some ideas as to how The Lost Vikings plays. ^^^^^^ 









At you can guess from the 
tcreenshots with their familiar 
first-person 3D view Ishar is an 
RPG in the Eye of the Beholder vein. 
However, whereas most RPGs take 
place in dark, depressing dungeons, 
in Ishar you spend a lot of your play- 
ing time above ground in lush and 
exotic woods and plains. It's all very 
pleasant, and an experience made all 
the more enjoyable now that the 
graphics are rendered in 256 glow- 
ing colours on the A1200. 

As RPGs go Ishar is not quite as 
straightforward as it looks. Sure, 
there's plenty of good old-fashioned 
monster bashing but there's also a 
lot of talking to people and follow- 
ing clues and leads. If anything it's 
more of a graphic adventure than an 
RPG and in many ways all the better 
for it. Although you can get a bit lost 




Transarctica is set in a future 
devastated by a nuclear winter. 
Travelling around snowy land- 
scapes in a steam train, it's your job 
to discover how to bring back the 
cloud-hidden sun. Thi involves much 
trading at various towns and doing 
battle with enemy trains. I wasn't 
too enamoured of the game when I 
reviewed it back in March, awarding 
it a decent but hardly stunning 67%. 
I afraid to say that this new A1200 
version hasn't changed my mind 
much. The fundamental gameplay 
faults are still there, such as the 
tedious train-shunting and boiler- 





at times - a natural hazard with a 
game so vast that lets you wander 
where you will - this is compensated 
for by the immense satisfaction you 
feel when you make some progress 

Graphics aside, the only major 
improvement over the 'old' version 
of Ishar is in the disk accessing - basi- 
cally once the game has loaded there 
isn't any. which is very nice. 

When I first reviewed Ishar back in 
July of last year I gave it 87%. Since 
then RPGs have moved on a bit, 
what with the likes of Legends of 
Valour and Ambermoon. but the 
story still grips and the improved 
graphics and disk accessing are def- 
inite pluses. For those mixed reasons 
Ishar on the A1200 gets... 

OVERALL:87% 



UPDATES 

This month two Silmarils titles join the 
ever-increasing ranks of games enhanced 
specially for the A1200. But does that 
make them significantly better? Here's 
where you'll find out, with David 
Upchurch as your guide... 





The most surprising thing about 
this A1200 version is that It doesn't 
flow any faster. Scrolling around the 
game map is still jerky, the train still 
moves in jumps and. unlike Ishar, the 



TRANSARTICA 



stoking, so will the A1200 imple- 
mentation improve the game much? 

The most obvious improvement is 
(as usual) in the graphics depart- 
ment. This is all very well but the 
palette is limited anyway simply 
because of the nature of the graph- 
ics (it's largely snow, snow and more 
snow), and an extra couple of 
shades of light blue don't really 
make that much of a difference 
to the overall look of the game. 




game comes on three disks so you 
still have to do a fair bit of swapping, 
more's the pity. Come on, Silmarils. 
this is a 32-bit computer for gawd's 
sake! As an A1200 owner t expect a 
bit more from my 'enhanced' game 
than this, which is why I've decided 
to give Transarctica... 



OVERALL: 62% 



THE (RAIL) ROAD 

P|# U EC C, TILS ALL OVER 

l«l VI E*W THE WORLD ARE 
MASSES OF IDLING, POLLUTING, HONKING CARS. 
WE NEED MASS TRANSIT - BUT LOCAL AND NATIONAL 
GOVERNMENTS JUST CAN'T GET IT RIGHT. IF YOU 
CAN CREATE A SUCCESSFUL MASS TRANSIT 
OPERATION YOU'LL BE DOING THE WORLD A SERVICE 
AND REAP HUGE FINANCIAL REWARDS - BUT THAT'S 
ONLY THE BEGINNING... 

FIRST, MANAGE YOUR RAILROAD - TRANSPORT 
PASSENGERS AND FREIGHT, EXTEND YOUR LINES, 
AND DEVELOP THE MOST EFFICIENT AND PROFITABLE 
ROUTES AND SCHEDULES. THEN. BORROW FROM THE 
BANK. BUY AND DEVELOP LAND, EXPAND YOUR 
HOLDINGS INTO HOTELS, FACTORIES, RESORTS AND 
DEPARTMENT STORES, PLAY THE STOCK MARKET, AND 
BUILD A FINANCIAL EMPIRE. 



AVAILABLE FOR: 



IBM PC & COMPATIBLES 
APPLE MACINTOSH 
CBM AMIGA 




A-TRAIN 




...and build yourself on empire. 



OCEAN SOFTWARE LIMITED 
6 CENTRAL STREET 
MANCHESTER • M2 5NS 
TELEPHONE; 061 832 6633 
FAX: 061 834 0650 



Build railroads and business empires with eosy 
menu dimes. Survey youi reolm and check (he 
status of all your trains with the satellite view. 

PUBLISHED BY 

M^X^ S 

CREATED BV 

Artonk 








hat with Summer coming and all that 
you'll no doubt be spending most of your 
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cash on T-shirts, ice creams and suntan 
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I, which doesn't leave a lot left over for software 




purchasing. But, as we all know, there's nothing 
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better as the sun slowly sinks in the west and a 
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warm breeze plays over your face than a quick blast 
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or bit of problem solving. So you've come to the 
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right place here, as we guide you through the latest 
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low-price lovelies. 

BULLY'S SPORTING 
DARTS 

Alternative Software £7.99 

You can't beat a bit of Bully on a Sunday, right grannies? Well, thank* to 
this little game, you can now have a bit of the irritating bull whenever 
you like (with chips is probably the best way). Rather than being based on 
the TV series and including a senile bloke and a load of trivia questions, 
Alternative has licensed the Bully character on its own, so what we have here is 
an out-and-out darts simulator. 

Computer darts games usually employ the wobbly hand method of throwing 
and Bully's is no different. The hand shakes around the screen like a drunk with 
a nervous disorder, making aiming accurately very tricky indeed. Add to that the 
'luck factor' (where darts are thrown off the board for no apparent reason) and 
you can see that this is certainly no pushover. 

This control method works well, giving 
you just enough confidence to attempt tricky 
shots and at the same time managing not to 
be frustrating when it all goes horribly 
wrong (as it invariably does). If you're 
getting a thrashing by the computer then 
you can always select a lower skill level 
from the nine available. 

Bully's darts isn't just an ordinary darts 
game, however. There are loads of variations 
of the drinking man's noble sport so you can 
often find yourself competing in other 
fascinating pastimes such as football, golf or 
cricket. These 'sports' are still darts-based, 
the difference being that some numbers can 
be blanked out and the way you score 
depends on the rules for that particular 
variation, all of which are detailed in the 
manual. (SB) 
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STARBLADE 

Games Worth Playing 

£9.99 

■ sn'i it amazing how quickly computer games date? Just think 
I about some of the games we reviewed this time last year - 
I Dune. Floor 13. G-LOC, laguar XJ220. Pushover, Ultima VI... 
Seems like a lifetime ago, doesn't it? Imagine where this leaves 
something like Starblade, which was released three years ago. 
Did they have Amigas then? 

You see, Starblade has dated - and badly. In it you play a 
lone starpilot. scouring the galaxy for the home world of the 
evil Genolyn. By visiting planets in the your ship Starblade you 
collect clues to Genolyn's hideout, all the while fending off 
attacks from her 
hideous minions. 

It's a weird sort of 
hybrid, one part space 
shoot-'em-up, one part 
beat-'em-up, one part 
trading/management, 
one part strategy. As 
you travel from world 
to world there are fre- 
quent attacks from 
alien spacecraft, result- 
ing in damage to the 
ship which needs to be 
repaired by trading for 
parts on the planets. 
Each planet is populat- 
ed by various nasty 
inhabitants, all intent 
on your demise, entail- 
ing much hand-to-hand combat. 

Like many of these 'all things to all players' games Starblade 
falls sharply between its many stools. The various forms of bat- 
tle are simplistic, the trading element is boring and the ship 
management requires a lot of tedious to-mg and fro ing 
between decks. On top of all this, everything takes place at a 
snail's pace, removing any element of excitement whatsoever. 
Three years ago Starblade may have cut the mustard but now 
it's a very dull 'Blade indeed. |DU| 
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AAAIMIAC MANSION 

Kixx XL £12.99 

Sandy, a skimpily -dressed American girly, has been kidnapped by the evil Or Fred and his 
sidekick Nurse Edna and locked away deep inside the Maniac Mansion. After selecting a 
group of three dumb teenagers (one of which has to be Sandy's bloke, Dave) your task, 
should you choose to accept it (and you'd have to be pretty stupid not to as you've shelled 
out money for the game), is to nip inside the creaky house and save the captive from Dr Fred's 

nasty experiments. 

Yes, we're in familiar territory but 
Maniac Mansion has an air of excitement 
about it which makes solving the game 
easy only if you're wearing nappies. 
Because the trio are often in separate 
locations you have to keep ar> eye out 
for the fiendish characters who are 
intent on capturing the teenagers. Cut- 
away scenes are used to great effect 
here - if a short animation appears 
showing Dr Fred deciding that he could 
do with a nosh-up, you know you need 
to get whoever's in the kitchen as far 
away from food as possible. 

Maniac Mansion was originally writ- 
ten during Lucasfilm's big-head cartoony 
days. This graphical style may have 
looked comical back in 1 987 but when 

compared to the lush releases seen today it just looks a little tacky That's something that can't 
really be said about the game as a whole, though, as it has managed to retain its charm and 
humour a good six years on from its first release. 

For a game of its age the interface isn't as primitive as you'd imagine, and far more intelli- 
gent than the one seen in Future Wars (another recent Kixx XL release). The only thing that's 
missing is the automatic highlighting of any objects that can be moved or manipulated, although 
this can be overcome by the 'What is?' command. 

Of course. Maniac Mansion isn't as sophisticated as the adventures we've become used to 
but then again, you can't pick them up for a bargain price (yet) ^ 

so if you fancy a cheap edge-of-the seat challenge then you ^ 83* 
couldn't really do much better. [SB] 



MIDWINTER 

Kixx XL £12.99 

ore's a piece of interesting trivia for you to 
digest. Did you know that when The One 
reviewed Midwinter back in 1989, it received 
an incredible 96%? Sensible Soccer only got 93%, 
Monkey Island 2 was awarded a paltry-by- 
comparison 94%. Is Midwinter the best game ever? 
No, of course not, it just goes to show that it takes 
more than a bit of 3D here and there to impress us 
hardened journos these days. 

You are Captain John Stark, leader of the Free 
Villages Peace Force (the equivalent of our humble 
British Bobbies), who has to recruit fallow members 
of the FVPF and assemble a huge gang to overthrow 
an enemy army, lead by Genera) Masters. Trouble is. 
though, your mates are scattered far and wide across 
the island of Midwinter and the only way of getting 
■. to them is by skiing across the snow-lined landscape, 

■ a task made hazardous due to the fact that there are 
; loads of hostile vehicles roaming around. 

So what we've got, then, is essentially a shoot- 
; 'tin-up with mild strategic overtones thrown in. 
: During your mission you can pick up loads of other 
; modes of transport, such as buggies and hang- 
: gliders, and the 3D view as you trek from location to 
* location changes depending on what you're driving. 

■ Unfortunately, the action is very stop-startish and as 
; the terrain doesn't vary that much, you can soon 
'. become bored with moving from place to place. 
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The 3D sections move fairly quickly but the 
! nature of the landscape (hills, hills and more hills) 
j means that the display can often jump around, so 
: you're often left confused as to which way you're 
' moving. A smoother update would have helped here 
'• but seeing as though the game won't load on an 

■ A1200, it looks as if you'll have to get used to it 

Okay, Midwinter was a milestone when it was 
* originally released but when you consider how well 
: it was received back in the 'olden days', it's a little 

■ disappointing to discover that some games, no 
[ matter how good they 
; were, .ire never as good 
' as you remembered. [SB] 
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SUPERSKI 2 

Games Worth Playing 

£9.99 



Skiing sims have been a computer game staple for years. 
Anyone remember Horace Goes Skiing on Ihe Speccy? 
And the latest addition to the genre ts this. SuperSki 2. 
In fact, the title is a bit of a misnomer, as you can get up to 
quite a varied selection of snow-related antics, including slalom 
and giant slalom, hot dog, ski jumping, downhill racing and 
even bobsleigh. It's not all skiing, you know. 

From the menu you can choose to either practice an event 
or compete in it (against up to three other human players and 
four computer play- 
ers). If you're feeling 
particularly hard you 
can even go for the 
biggy - compete in the 
Olympic Games, where 
you get to compete in 
all the events one after 
the other Most of the 
events are depicted in 
sprite-based 3D. It's 

hardly ground-breaking stuff, but it depicts the action well 
enough and it's moderately speedy if not smooth. The various 
events are sufficiently taxing, with each requiring a fair amount 
of skill before success is earned. If truth be told there's only 
thing SuperSki 2 lacks... 

...And that's excitement. I've never been skiing for real but 
I'm sure it's got to be more thrilling that this. SuperSki 2 just 
doesn't get the old adrenalin pumping. This is partly due to 
the stupid loading times between each go. I don't wish to 
sound petty but I hate being told 'Player One Get Ready' then 
having to wait thirty seconds as the disk drive chunters away 
SuperSki 2 is an entertaining-enough time waster, but it's 
doubtful that you'll play it for 

more than a week after you've ^RyT^^l^T^ 5 * 

bought it. [DU| 





BARRETT OAJJO STILL AT LARGE 
The Barrttt G«ni is still at lars* 
*fter the ambushint of vet Another 
prosptotor in the Superstition 
Mountains. Doo Wilson report* that 
Pete Radison was shot three tines, 
but is expected to live. 



LOST DUTCHMAN MINES 

Global Software £7.99 

The 'West' was notorious for being a bit 'Wild' but judging by this tedious 
little game you would have thought that the cowboys spent most of their 
time wondering around sparse' areas trying to fathom out just what 
exactly made their lives exciting. 

Lost Dutchman Mine places you in control of a pathetically-drawn gold 
prospector who has decided that the time is right to discard the life of washing 
in horse muck and set about discovering untold wealth and stuff like that. The 
first thing you'll notice about the game is the 'unique' mouse and joystick 
control system it uses. Basically you control the main character by moving the 
'stick in the direction you want him to go whilst using the mouse to select 
commands and the like from the middle of the screen. This may sound 
complicated but it's not. 
It's just the start of a 
downward spiral which 
will test your patience 
beyond belief. 

Having got past the 
unusual control system it's 
onto the game itself. 
Exciting, revolutionary, 
breathtaking and 
astounding are just four of p> 
the words which couldn't 
be used to describe the 
gameplay. Unless, of 
course, they all meant 
completely boring, which 
they don't. I don't know, 
there's something about 
Lost Dutchman Mine 
which is utterly tedious. It 
can't be the traipsing 
endlessly around waiting 
for something to happen, 
or staring at garish 
backdrops for all of 
eternity, wishing to God 
that I hadn't been given 
this game to review. 
Except it is. 

If you're going to write an epic Western adventure then Lost Dutchman Mine 
would serve as a handy reference point of what not to do. The only thing which 
is in the game's favour is the fact that it's multi-tasking so you can run other 
programs in the background (memory permitting, of course). If you do have 
eight quid burning a hole in your pocket then I'd suggest that you make good 
use off this feature and type commands into the CLI, you'll get much more 
enjoyment out of that. (SB) 
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BRIDES OF DRACULA 

Zeppelin Platinum £7.99 

The best thing about this game is its opening sequence. It starts with a neat little cartoon 
depicting Dracula and his mortal nemesis. Van Helsing, racing against each other in a bid 
to win the good versus evil battle. The best effect is when the screen suddenly starts to leak 
blood - it was enough lo raise the hairs on my neck. I can tell you. If you are foolish enough to 
buy this game then I suggest that you switch off after the cartoon - it's downhill after that. 

The story starts with Drac in a bit of a dilemma. He's decided to get hitched but being a super- 
stitious (not to say horny) little vamp, he wants to marry thirteen young virgins. Luckily the 
local village sports just that number. Van Helsing has. however, 
caught wind of Dracula's foul smelling plan and has set out to 
collect the thirteen items he needs for his vampire destruction kit 
What we have, then, is a one- or two-player game where you 
can play either Van Helsing or the Count, each of whom has to 
collect thirteen objects (or virgins) and then return to his home. 
The gameplay is a simple platform affair without the platforms. 
Basically, you have to run left or right to visit the various locations 
in your search for the objects, bumping into loads of nasties which 
may drain your energy depending on whether you are playing 
good or evil. 

It's an intriguing idea for a game but one that has been poor- 
ly executed. The scrolling is abysmally slow, the sprites look like 
something Lowry would have drawn (matchstick men. for the less 
enlightened) and the basic premise that you have to collect and 
return the objects individually leads to very repetitive gameplay 
All-in-all one to avoid. [DU} 
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4TH & INCHES 

Hit Squad £9.99 



I love American Football. To my mind, there's 
nothing better than sitting down on a Sunday 
night with a few cans of lager and the match on 
the box. It must be one of the best spectator sports 
going. Of course, it isn't everyone's cup of tea so for 
those of you unfamiliar with the real thing, 
American Football is a game where two huge teams 
of enormous Neanderthals jump on each other in an 
attempt to gain possession of a pig's bladder. It's a 

rm 




shame, then, that 4th ft Inches butchers this great 
sport so effectively. 

The main thrust of the game seems to be 
strategy -based. There are over eleven offensive and 
five defensive formations to choose from, as well as 
more than thirty plays to select. As the coach, it's 
your job to decide who plays where and each player 
has a series of stats to help you to come to a 
decision. Once you've sorted all that out, it's on to 
the game itself. It's at this point that 4th ft Inches 
falls flat on its face. 

The sprites are incredibly small and they all look 
the same, the scrolling has more jerks in it than a 
jerky thing (all right, I couldn't think of a decent 
simile) and the joystick response is ineffectual. And 
if the animation wasn't slow enough already, you 
have to wart around for about five minutes after a 
tackle's taken place for the rest of the team to stop 
milling about. 

This game is a seriously poor attempt at 
converting American Football to the Amiga. It 
removes all sense of fun, speed and watchability. If 
you're a fan of the real sport then buy a decent sim 
like John Madden from CA. ^^^^^^^^ 







THE BOSTON 
BOMB CLUB 

Games Worth Playing 

£9.99 



,ack around the turn of the century there was a 
club in Boston whose members had a most 
unusual pastime. You see, there's nothing 
these gentlemen liked more than building weird 
wooden mazes, constructed of rotatable sections. 
They would then roll bombs around the maze and, 
by turning the sections, attempt to create paths for 
the bombs to a bucket of water where the bombs 
would be extinguished before they exploded. 

Now this may all sound like the biggest load of 
bullocks you've ever heard but I swear it's true, 
probably, and now you can try this fascinating old 
hobby for yourself in the aptly titled Boston Bomb 
Club. In the foyer of the Club there are five old men 
standing around, and by clicking on one of them you 
can choose a difficulty level. Oon't be tempted to 
walk before you can run though - The Boston Bomb 
Club is toughl 

Each maze takes up a single screen. Bombs are 
ejected from a container and slowly roll along the 
tracks. By clicking on the various wheels, gates and 
what have you you can rotate them, thus creating a 
route to the bucket of water. If a bomb spends too 
much time rolling around or meets another bomb 
then it explodes. This is not a good thing, as you've 
got to get at least one to the bucket to move on to 
the next level. 

This may all sound a little easy and, in theory 
anyway, it is. However, the spectators around the 
edge of the maze will ruin your best laid plans by 
moving maze sections just when you don't want 
them to and in later levels all manner of strange 
contraptions are introduced, such as bomb-bouncing 
trampolines, ft all adds up to a cracking puzzler and 
one that will keep you amused for months. A 
brilliant budgeteerl [OU] 
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STRIKEFLEET 

Hit Squad £9 .99 

Strikefleet is a command-based battle simulation that tots you take control of a whole 
armada of ships and helicopters. Initially, it appears to be graphically uninspiring due lo 
its simplistic depiction of maps and battle screens but you soon realise that this is an 
unworthy comment on what is quite a deep strategic sim. 

There are fourteen possible scenarios to jump into, from protecting the Falkland Islands to 
taking out the Russian fleet as it sails to Norway. If you ignore the dated anti-Commie stance of 
many of the scenarios you'll see that they offer good scope for strategic planning. Once you've 
selected the mission, it's onto the fleet section. Here you choose what ships will make up your 
force; each type of ship has different weapons and capabilities, so it's important to choose wise- 
ly. For instance, if you're likely to come up against subs, it's vital to have some torpedoes handy. 

Once the fleet's been chosen, you have to select your destination and then it's straight into 
action. Most of your time is spent at the bridge of your flagship, though it's important to con- 
tinually check the status of other ships. The bridge screen, like most of the game's graphics, is 
fairly basic but the layout is intuitive and it doesn't take too long to get used to the controls. 
This simplistic layout lets you concentrate on developing the gameplay which soon becomes 
absorbing. 

Despite the fact that most targets only appear as blips on the radar screen or as amorphous 
blobs in your binoculars, I found myself thoroughly involved in destroying them and entranced 
by my mission objectives. The action can sometimes appear a little slow but there's always the 
time compression facility to speed things up and when you're in the heat of the battle trying 
to protect two or three cruisers, you'll soon be grateful for a lack of speed. 

When I first played Strikefleet, I quickly decided that it was just another poor war sim, but 
after coming back to it I soon found myself warming to its tactical representation of sea war- 
fare. If you like the challenge of being in control of fifty things at once, then this game could 
be for you. |SB} 






THE GREATEST 

Beau Jolly £29.99 



A i a seasoned cynical reviewer I usually 
approach compilations with a jaundiced eye. 
The reason? Well, you can normally 
guarantee that in a three game comp, there's one 
good one, on average one and one absolute stinker. I 
say 'normally' because The Greatest could actually 
live up to its name and break the mould - despite 
the fact that it's probably the oddest mix of games 
ever to end up in the same box! 

First up we have a fantastic graphic adventure in 
the form of Lure of the Temptress from Revolution 
Software. Assuming the role of Diermot, an 
unwilling hero, you must find some way to defeat 
the evil machinations of a witch and her army of 
grotesque Skorls. It's the usual mix of point- 'n-click 
and puzzle solving which starts with Diermot and his 
mate Ratpouch trapped in a Skorl dungeon. Once 
you find some way out, you've got to get in touch 
with the locals and try to enlist their help. 

It's here that Lure raises itself above the mire of 
average adventures, for each non-player character 
has a life of their own and will react in different 
ways depending on how and when Diermot 
approaches them. The boys at Revolution call this 
Virtual Theatre and it's the closest we've come to 
witnessing real life within a computer game. 

It's obvious that a lot of time and effort has gone 
into Lure's production with every aspect of the 
graphics, sound and gameplay showing polished 
programming skills. Of course, there is a downside 
which is common to most adventures, i.e. 
interminable disk swaps and a degree of linearity to 
the gameplay. Still, seasoned gamers will be used to 
these little niggles, so they're not too distracting: 

Dune comes next, an adaptation off Frank 
Herbert's lengthy, complex novel. Converting a book 
as involved and awe-inspiring as Dune can't have 
been easy (even Hollywood, with all its millions. 



couldn't turn out a decent ffilm adaption) but, 
fortunately, it looks as though Cryo, the French 
development team, have put a great deal of thought 
and effort into it. 

You assume the role off Paul Atreides. You and the 
family have just been granted a Spice mining licence 
for the planet Dune. Spice is the galaxy's most 
expensive commodity as it holds the key to long life 
and space travel. Unfortunately, most of Dune is 
under the control of the House of Harkonnen who 
are sworn enemies off the Atreides, so a showdown 
is never far away. 

To maintain your licence you've got to get 
production rolling almost immediately. To do this 
you'll need the help off the Fremen, who are local 
tribesmen. Most are only too willing, but a ffew need 
a little gentle persuasion. Urrffortunately. you've also 
got to deal with the giant sandworms which roam 
the planet and are attracted to the slightest vibration 
- exactly what Spice mining produces. 

Once that's under control you can move onto the 
next phase, training and equipping the Fremen to 
form a cohesive fighting unit. It's here that the 
negative elements begin to surface; the regular visits 





to Spice mines seem to have been put in purely to 
prolong the game and the same could be said for the 
troop training. 

Those quibbles aside. Dune is an impressive 
conversion of a detailed novel. The graphics are 
superb and the animated set-pieces are equally 
effective. Sound-wise, the spot efffects and in-game 
tunes are suitably alienand serve to enhance what is 
already a brilliant adventure. This will appeal to 
both Frank Herbert devotees and other gamers alike. 

The last game in the bunch seems like an odd one 
to stick in with two adventures. However, Jimmy 
White's Whirlwind Snooker is still the best computer 
version of the old green baize game yet. 

There's not a lot that can be said about this 
snooker sim except that it contains just about every 
feature the real thing has. You can view the table 
from almost any angle and distance, set the power 
level of your cue, use top/back/side spin and even 
add chalk to the cue. Of course, lining a shot up on a 
small computer screen is not easy but there's a 
useful dotted line of sight option to combat this. 

tt has to be said that snooker can be a fairly slow 
game, especially if you're simply a spectator. 
Fortunately, this version has added a neat graphical 
twist for those long moments when you're deciding 
which shot to play - take too long and flies will buzz 
you or the balls will suddenly sprout ffaces and make 
funny expressions at you. Without a doubt, no other 
snooker sim has ever come this close to matching the 
real thing and JWWS should definitely not be missed. 

As a fan of graphic adventures and an occasional 
player off ball games, this compilation is a dream for 
me. The Greatest is simply the best collection of 
games ever to hit your 




Amiga. Buy it. [SB] 
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AT LAST! NOW YOU 
CAN BE THE BOSS 

Could you create a super cup and championship-winning team? Do you 
think you could handle the pressure ol football management and still lurn 
out the winner? Well now. thanks to our superb PBM soccer management 
game, you have the chance to prove you can do it! But a football manager 
has many difficulties to overcome - just think for a moment.... *Could 
YOU improve results? *Could YOU improve attendances' 5 *Could YOU 
buy the best players from the transfer market? *Could YOU give your star 
player the chop, tf required? *CoukJ YOU lead your club to glory and win 
a trophy in your first season? 

If you think you're up to the challenge, send off your application TODAY, 
and we'll rush the comprehensive instructions pack absolutely FREE OF 
CHARGE, which immediately saves you £3.00 on the membership lee we 

*rmally charge. RememOer. you won't be playing against a computer, but 
ier "managers" from anywhere m the world, as we can boast a 

membership of over 2000 frornas far away as Europe, 
the Gulf region. Malaysia and Australia So. build 
your club however you wisb - play like Winiblydon 
or Inter Milan q' creak- your ownstyle Of 
ly our unique ccnr>u|Br program 
' accommotf ' 
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MICROLAND BULLETIN BOARD SYSTEM 



0891 990 505 
To Download 



1 



0483 725 905 
To View 



Amiga shareware Including files from the Fred Fish 
Collection plus lots more to download at V32bls, 
V 32, V22bls t V22, V23, & HST8 data bits, no parity. 

iy wail lor youi software w*>an you can download now d*ac1 1o you' oornputet Montana 
oHart high spead connaoiiona and meal lib* am corrprasaed B nsnamse tha ooal Cha** fl 
out on 0*83 725 005 at normal call charga* So much sharewa/a you ara spo*t lor cace 



Ovar XttlaanMi metuding Animal ion* ARanFriaa . Baooa KMm Oarroa . Businaas Clocks 
and CaKulalora Conwanda . Oatabaaa D-raciory wid Disk Utikla* . OspUy Hacks. Eduoal-on. 
Fita UIiMhm, Fonts. Fractal and Mandatorots. Qamas. Qfaphtcs. loons. Litxanaa. 
Proflfanm.no. and Communcabons Ansa 1 contains <■« lasts lor all areas to hato jou Irnd 
what you ara looking <or Proiocola (modern, ymodam. rmodem. kemvt. saaJink. and uuop 

Calls lo 0691 990 505 cnaroad a! 36c par rmnule ^mp rata *8p par minute all other I 
^^^^^rjvT^^^^^^^^^^^a^^j^Han^G^^^ 



Win in 2 mins! ^ 
SUPER NINTENDO A 

0839 333 077 



SEGA MEGA DRIVE 
0839 333 076 



£1,000 

WITH 
TELEPHONE 

BINGO 

0839 333 074 



THE FRUIT MACHINE GAME 

:C ' ° 

ooo~ 



0839 333 072 
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LOOK NO FURTHER!! 

FOR THE CHEAPEST AND BEST H 
THE LATEST TOP 50 GAMES FOR YOUR AMIGA: 
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* 
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* 
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\YH H irrier Ass iull 


il9.99 
XI 5.99 * 


\r ihi i n \iuhts 

itlillflilll i * 'fS* 
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ilS.9° * 


Asssssin 


A15.99 * 


A- 1 "rain 


£22.99 . 


HI" Flving fonrcss 


£22.99 


Uig Box 2 


&19.99 * 


]{( k|\ Klow s 


£16-99 * 


Mim Bomber 


£22.99 
£15.99 


Catch'Em 


( i\ ilis.ti u in 

X * 1 ■ 1 1 !■ 'UV 1* '1 1 


£22.99 * 


Coed World 

^ J\ r> ft av 1/4 IV 


£15.99 * 


Curst of Enchiintia 

l-i k-l 1 ■ 1 — F | 4— -■ 4 ^ 1 III lit 1*1 


£19.99 _l 
£12.99 


1 >;ilek Attack 


1 lrvuni Tpim 

■ 'IV tlllr l v .1 1 1 1 


£15.99 * 


I )vn.ilil.isler 


£19.99 * 


EXODUS 


£19.99 ^ 


Plash Hick 


£17.99 
£22.99 * 


Formula l Grand I'rix 


GREATEST COMP <Lure [June llmniy While) 


£19.99 * 


Gunsliin 2IHK1 

i_a va a »l ai ^a if\r 


£22.99 ^ 


1 \ lsT. M \ 1 tilt* 


£22.99 
£15.99 * 


lniern;uion:il Kuuhv Challenge 


liiiini^' \JC'n ill's SnoitkiT 
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£14.99 * 


l< if mi \1 iih lt*n s \ : \ ■* ill') ill 

l \ fl III I'lilUUVl 1 .J I kJ"— *\\ "till 


£15.99 ^ 




£19.99 . 
£19.99 


li^i'iMiil ill KvTfincliit 


1 ! i miTiini* , kt ? 


£19.99 * 
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I'll 1 I 


£15.99 * 


Nick Faldo'a Golf 


£22.99 - 
£15.99 


NiuL-l Miinstrll GP 
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Noddy's PlaydttM 


£15.99 * 


No Second I'ri/e 


£15.99 * 
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£19.99 'ju 
£19.99 


Reich For The Skies 


Sensible Soccer 'V ,( M Edition 


£15.99 * 


Sini Rflrth 
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£22.99 * 


Sleenwjlker A.S0Q A1200 


£15.99 jl 
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£15.99 * 


Sword of Honour 


Superfighter 


£15.99 * 


Tearuwuy TnOfDftal 


£15.99 £ 


Tracon II 


£22.99 
£19.99 * 


Transarctica 


I'niversul Monsters 


£15.99 * 


Wing Commyndcr 


£19-99 jl 


WWf EUfO Rampage 


£15.99 . 
£19.99 


Walker 



Calls cost 36p per mm cheap rate 4 Bp all ottier lim«. Questol PO Boi 3000 N20 9RB 

vou w«i tse *dviwM c crnei garnes Kids sncu^c <*s» ther wenis permriion be'ore calling 



* 
* 

The above represents only a very small * 
selection of titles that we stock. If you do not * 
see what you want listed, please give us a * 
call. * 

^ CivMi ihr ruiuiv of aatilc* puMMhrn. »r ran MM nvur»nl«' tlui .ill the iblftC will he rrlrwvl h\ 

JL ihr tunc tin* jilvvrt appeal* . t'lciw ull »» K' <hci*c JvalUlilliiv lo j»"itl dtHjp|» iimnii ni JL 

* Post & Packaging £1.50 - Securicor £5 * 

^ 48 hour despatch (cheques 7 days » ^ 

Cheques should be made payable to SoftStore ^ 

Access and VISA cards accepted ^ 

SoftStore, Dcpt CU, PO Box 1720, Slough, SL3 0YX ^ 

0753-683336 

********************* 
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WIN! 




YOUR HEIGHT IN CDs 
OF YOUR CHOICE! 



(As long as you are ten CDs tall, that is.) 

{ PLUS! FIVE PARLOPHONE CDs OF YOUR 
CHOICE FOR THE RUNNER UP! 




PLUS AS WELL! A PARLOPHONE CD OF YOUR 
p) CHOICE FOR FIVE RUNNER RUNNER UPS! 

Courtesy of Psygnosis. 



© 



We all Mkra good dance here 
at The One and we can't 
think of a better song to 
get on down to than the excellent 
Lemmings record by SFX which is in 
the shops right now. If you haven't 
heard it yet then you must be some 
form of recluse as it is absolutely 
everywhere. In fact. I'd be very sur- 
prised if it isn't Number One in the 
hit parade by now, as it really is bril- 
liant and is guaranteed to put a 
spring in your step. Zebedee from 
out of the Magic Roundabout was a 
normal guy before he heard the track 
and look at him now. 

Psygnosis are very pleased, and 
quite rightly so. To celebrate their 
high spirits and to get the record 
mentioned in this magazine yet 
again they've offered a stonking 
prize which should appeal to music 
lovers everywhere. The first prize 
winner will be able to select ten 
Parlophone CDs, LPs or cas- 



settes from the record company's 
huge back catalogue and when you 
consider that they publish albums by 
EMF. Jesus Jones, Blur, Tina Turner, 
Hammer (nee MCI. The Pet Shop 
Boys, Frank 'Old Blue Eyes' Sinatra 
and The Beach Boys to name but a 
few. you can be sure that there real- 
ly is something for everyone. 

If - God forbid! - there aren't any 
artists that you like published by Par- 
lophone (and you'd have to be very, 
very, very taste-challenged for that 
to be the case) then just think of all 
the birthday and Christmas presents 
you need never buy! So if you win 
you'll be a winner in every sense of 
the word. 



HOW TO ENTER 

We were throwing around a few 
ideas as to what question we should 
set for you lot to answer until we 
remembered that questions are old 



hat - it's like being back at school, 
isn't it? Nah. seeing as though it's a 
music-related prize and all that what 
we've decided to do is ask you to 
make up a Lemmings limerick, poem 
or a rap (no more than eight lines 
long for the poem or rap, please). 
There you go. couldn't be easier, 
could it? 

When you've thought up your 
entry, plop it on the back of a post- 
card or stuck-down envelope and 
send it to: Yo! Chillin' Lemmings 
Compo, THE ONE, Priory Court. 30- 
32 Farringdon Lane, London EC1R 
3AU. If your entry does need more 
space then you can stick it on a piece 
of paper inside the envelope. 

The best limerick, poem or rap we 
receive will win ten Parlophone CDs, 
LPs or cassettes of the writer's choice 
(we'll send you a back catalogue, 
don't worry), the second best 
will be able to choose five Paral- 
phone CDs, LPs or cassettes and the 



next five best entries will all be able 
to select one Parlophone CD, LP or 
cassette. All entries must reach us by 
June 28th, the Editor's decision is 
final and no correspondence will be 
entered into. 
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To Target 
enthusiastic and 
dedicated games 
players in the 
Amiga market 
Call: 

Michelle Gardiner 

On: 

071 972 6700 
Extension 2435 




DIAL-A-TIP 

CHEATS, TIPS AND GAME SOLUTIONS 



CHEAT LINES 

AMIGA GAMES LINE 0891 445 786 

CHEATS GALORE (say yes for Amiga) 0891 101 234 
ST GAMES LINE* 0891 445 787 

AM. THF ATLINES UPDATED EVERY WEEK 

HELPLINES 

DESERT STRIKE 0891 445953 

STREETFIGHTER H 0891 445 927 

SHADOW OF THE BEAST 1, 2 & 3 0891 445 949 
FIRST SAMURAI 0891 445 926 

EYE OF THE BEHOLDER 0891 445 952 

MAGIC POCKETS/RODLAND 0891 445 928 

INDEX INFORMATION LINE 0891 445 904 



GUIDING LIGHT COMPUTER SERVICES LTD 
PO BOX 17 ASHTON -UNDER-LYNE OL7 0NN 
Calls cost 36p/Min Cheap Rale & 48p/Min All other Times 
Please ask permission before you use the phrme - You'll be given info of 
related services. Maximum call charue 43-60 
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IF YOU'RE 
NOT ON... 
YOU'RE 
NOT IN! 



Technical Support 
5586114 
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For most games, life is like hiring one of 
those peddle boats and splashing around in 
a pond for a while - no matter what you do, 
you can't avoid having your number called 
and being asked to vacate your vessel. When 
a game is featured in the Kill Zone, it knows 
it's living on borrowed time - within the 
hour Amiga gamers will gain the knowledge 
needed to beat them once and for all. So 
come in Lionheart, the Chaos Engine, Chuck 
Rock 2 and KGB, your time is up. 
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right. H you've done all this correctly, 
you should land on a marvellous swing- 
ing platform and be able to collect the 
extra lives and other superb bonuses. 
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TOP TIPS ON MONSTER MASHING 
GIANT INSECT 

You can only inflict damage on this un by leaping onto its back and kicking 
the flashing bubble in its neck. To do this, you need to defend yourself against 
its attacks and use the insects from the thtrd attack wave to leap onto the 
Giant Insect's back (by using - yes! - the downward fighting jump). 

FIRE DEMON 

Run to the right and use the platforms to make several attacks using the 
invaluable downward fighting jump Jump to the rtght as soon as you hear 
the sound effect that tells you the demon is gonna leap up. While he's in 
the air, try and manoeuvre yourself between his feet and duck when he lands 
on you. Then stand up and hit him from below, making sure that you're ready 
to move if he leaps up again. Whenever he begins his descent, duck! 

GIANT METAL DRAGON 

You'll know when the dragon is going to gob a lethal beam at you because 
he'll turn his head slightly, so watch out. Fly up, avoid the beam and steer 
downwards and to the right as fast as possible, looking out for the grenades 
thrown by the monster sitting on the dragon's back. 

Fly under the dragon, jump upwards and climb onlo it's paws If the drag- 
on's head decides to attack you then fend it off with a few well-timed sword 
^shings Climb onto the dragon's back, kill the critter and hit the blinking 
device in the dragon's neck. After a successful hit to its vulnerable spot, 
the dragon will throw you off. You'll need to repeat this procedure a cou- 
ple of times before he finally gives up 
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part of the complete guide to The Chaos 
Engine, detailing all the game's secrets and 
taking you right up to the fateful confronta- 
tion with the maniac Engine itself. Can U 
handle it? 



LEVEL 1 

As you enter the level you are present- 
ed with a choice of five keys. All of the 
keys marked as Silver Keys (2) create a 
bridge across the chasm. As soon as the 
bridge appears, a Hand Monster mate- 
rialises on the bridge and runs to the 
attack The bridge will disappear after 
short while but if you can manage to 
get across it before it does so, you will 
have access to the secret area at 
Location (2). 

If you fail to gel across any of these 
bridges you can collect Silver Keys (1) 
which will create a permanent bridge 
across the centre of the chasm These 
keys make all of the sets of Silver Keys 
(2) disappear and thus you will not be 
allowed get into the secret area at 
Location (2). however you will be 
allowed to pass through Location (1). 

All of the StoneWatchers on the wall 
at Location (3) can be shot. You will be 
rewarded with a coin for each one that 
you destroy. The statue at Location (4) 
is facing a different direction to all the 
other statues around it. If you shoot it 
you will be rewarded with lots of trea 
sure but you'll have to kill of a few 
Spiders first. The statue at Location (5) 
is also facing a different direction to it 
neighbours You have to shoot this stat- 
ue so that you will be allowed out of 
the area. 

The routes from both areas converge 
in the room by Location (6) When you 
collect the Players Saved token at the 
top the stairs into this room, the wall 
at Location (6) will be removed and you 
can thus progress deeper into the level. 
The route forward is then blocked by 
the door at Location (7). You must 
shoot the node in the room to the east 
to remove this door, you are then 
through to the maze of pits at the end 
section of the level. 

To get the centre of the maze, you 
must solve the puzzle in the eastern 
area first Collect Gold Keys (1), then 
collect Gold Keys (2). The latter set must 
be approached from the southern walk- 
way I* you attempt to collect them 
from the east, they will disappear 
before you can get to them and you will 
have failed to solve the puzzle. When 
you have got both of these sets of keys 



you be able to reach location (8) 

After you have collected the treasure 
on the small island at this point you will 
be teleported to Location (9) in the cen- 
tre of the pits. If you fail to solve the 
puzzle or if you wish to go a different 
route through the pits you may collect . 
either Gold Keys (3) or Gold Keys (4) but 
not hoth sets. Each of these keys lead 
to a different route, each of which con- 
tains a different mix of monsters and 
treasure. 

LEVEL 2 

As you enter the level you are present- 
ed with a choice of four corridors. You 
will be sent along a different route 
depending on which way you choose to 
go: 

• Corridor (!) leads out into the 
western room to the north of the start 
point. 

• Corridor (2) loops back to the start 
pomt 

• Corridor (3) leads out into the east- 
ern room to the north of the start point. 

• Corridor 4 loops back lo the start 
point. 

If you take both corridors (2) and (4). 
when you finally arrive back at the start 
point. Silver Keys (1) will have 
appeared. When you collect these one 
of the tiles on the floor next to you dis 
appears as a small section of the floor 
rises up. If you step onto this section 
you will be teleported to eastern room 
to the-norlh of the start corridors. 

At this point you are back on the 
main route into the level However, m 
the next room, the statue at Location 
(5) will be disappearing and reappear- 
ing. If you walk into the wall behind the 
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statue you will be teleported back to 
the start point once more, however this 
time the wall next to the position of 
Silver Keys (1 > will have opened and you 
will be able to access the secret area 
which leads to exit B. 

Within this secret area, it you collect 
both set o' Gold Keys (1 J and 12), a clue 
will appear as to how to solve the puz- 
zle floor within the next room. To solve 
this area you must follow the sequence 
of shapes on the floor: circle, square, 
plain. If you get it wrong you will be 



teleported back to the start of the floor. 
The more mistakes you make the less 
treasure you will find when you get to 
the end. 

After you have shot the node in the 
next room three set of steps will 
appear, each of which leads to a dif- 
ferent set of silver keys Each of these 
sets of keys produces a different bridge 
to the next area. Each one also removes 
some of the treasure within that area. 
Silver Keys (4) will give you the most 
when you cross the bridge, as you will 
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only have to collect one set of keys, 
although you might try the others to 
see what you can get 

If you do not get into this area you 
must follow the main route through the 
level from the start point to exit A. If 
you pass via the western room to the 
north of the start corridors only the 
node in that room exists and only Silver 
Keys (6) are in the room to the north. 
If, however, you enter the eastern room 
only the node in that room exists and 
only Silver Keys (5) are available. Silver 
Keys (5) open the door to the east out 
of this room. Silver Keys (6) open the 
door to the west If you go this way you 
must then collect Silver Keys (7) which 
open the exit from that section. 

The island just to the south of 
Location (7) has lots of treasure on it. 
It, however, you just try to walk on to it 
you will be teleported back to the start 
of the pathway and all the treasure will 
disappear. To be able to progress you 
must follow the lines on the floor and 
shoot the statue at Location (6) and 
then collect Silver Keys (8). If you col- 
lect Silver Keys (8) before you have been 
to Location (7) you will be able to get 
onto the island and get all the treasure. 

Once across the island collect Gold 
Keys(3). These will open the door at 
Location (8). If you walk into the room 
via this point, some treasure will 
appear. This will only happen if you 
enter the room from the north. Once 



you have collected the telephone at 
Location (9) the bridge to the south of 
you will disappear, thereby trapping 
you into the room You must then 
shoot the Lobber that has appeared 
across the chasm to open the door to 
the north and allow you to proceed 
towards exit A. 



LEVEL 3 

The first thing to notice about this level 
is thai it is made up from two virtually 
identical halves. This idea is reinforced 
by the numbering system used to iden- 
tify the items of interest on the map. 
which are the same for each side. 
Which start point you use, and hence 
which side of the map you play, is dic- 
tated by which exit you went through 
on the previous level. Each side contains 
very similar puzzles but which tend to 
operate in opposite ways from each 
other. The decoration on the walls is 
subtly different between the two sides, 
with statues facing opposite directions 
etc. 

If you begin at Start A. you play the 
western side of the map. All the num- 
bers below refer to items on that side 
of the map You cannot get to Silver 
Keys (1). as an invisible force field sur- 
rounds them. To get them you must 
shoot the plinths around them. Start 
with the south-west one, then the 
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If one player, in a two-player game, 
gets trapped in one of the small rooms 
in this section, all they have to do is to 
collect the keys that are in the room 
with them and then move towards the 
exit. They will be teleported into the 
next room in sequence. Note that the 
major exit from each side of this level, 
both of which are marked as A on the 
map, will take you to the same place 
in the next world, whereas exit B will 
take you somewhere special. 





north-west one and so on clockwise 
until you have destroyed all four. At this 
point the patterns on the floor will dis- 
appear as the force field is dropped and 
you will be allowed to collect the keys, 
which open the door from this room. 

When you activate the node at the 
bottom of this section. Silver Keys (2) 
will appear which, when collected, cre- 
ate steps immediately to the west and 
thus you can continue into the level. 
Both Silver Keys (3) and Silver Keys (5) 
create Silver Keys (4) which complete 
the western set of steps and allow you 
to get down from this plinth and fur- 
ther into the level. 

However, if you collect Silver Keys 
(5), as you set off down these steps you 
will be teleported to the same place on 
the opposite side of the map. An easy 
way to notice that this switch has 
occurred is that on the western side the 
floor is decorated with circular patterns, 
whereas on the eastern side square pat- 
terns are used. You must then continue 
to adventure up the middle channel of 
this section until you reach Location (2) 
where you will be teleported back to 
your original position in the western 
half. When you reach Location (2) on 
this side you will just pass through 
unaffected. 

Silver Keys (6) open the door to the 
room containing Silver Keys (7) on the 
opposite side of the corridor. Similarly 
Silver Keys (7) open the door to the 
room containing Silver Keys (8). Silver 
Keys (8) open the door at the end of the 
corridor which allows you to get to the 
exit. It makes no difference which route 
through this set of keys you take. 

If you begin at Start B, you play the 
eastern side of the map. All the num- 
bers below refer to itenis on that side 
of the map. When you collect Silver 
Keys (1) you will be trapped inside an 
invisible force field. To get out you 
J2 \ mu *t shoot the MissingLink which 




LEVEL 4 

There are two start points to this level 
(A & B), the one used depends on which 
exit you took from the previous level. 

If you begin at Start B you must first 
collect Silver Keys (2) and then Silver 
Keys (3). Neither of these sets of keys 
are visible until you begin to walk 
towards them. After you have picked 
up the latter set an exit will appear 
which teleports you to Start A. 

The statue at Location (1) will disap- 
pear shortly after you appear at Start A. 
If you manage to shoot tt before this 
happens the steps which lead up to 
Gold Keys ( 1 ) will appear. Gold Keys (1 ) 
open the door to the small room at 
Location (4) which contains a small 
amount of treasure The small mound 
at Location (2) is somewhat strange. 
Monsters and the computer-controlled 
character can walk over it. If you walk 
over it, however, it will dissolve and the 
set of steps at Location (5) will appear, 
thus allowing access to the area 
beneath to collect the treasure. 

The telephone at Location (3) causes 
the steps to the north to switch round, 
blocking access to the area you have 
just come from and opening up the 
way forward into the rest of the level. 
The steps at Location (5) will only be 
there if you have dissolved the mound 
at Location (2) as described above. If 
you go this way you must collect Silver 
Keys (1) to get out of this bonus sec- 
tion. If. however, the steps at Location 






(5) are not there the set to their east, 
as marked on the map. will be. so you'll 
have to go down those. 

The door into the small room which 
contains Gold Keys (2) can be shot 
Collect these keys to create the steps up 
to the ledge at Location (6) Monsters 
generate in the small rooms to the 
north of Location (7). The doors to each 
of these rooms will open to let the 
monsters out. When you have shot all 
the monsters the doors to each of the 
rooms will stay open for a short while. 
If you can get into the room and collect 
the keys, the door to the room directly 
to the south will open allowing you to 
pick up the treasure it contains. The 
Silver Keys in these rooms make sure 
that the doors stay open so that you 
cannot get trapped. 

The alcove at Location (8) has a mis- 
placed shadow. If you walk into the 
wall at this point you will be teleported 
into the secret area in the south-east- 
ern corner of the map. Once in this area 
you must adventure through to 
Location (9), where stepping into the 
circle marked on the floor will teleport 
you back to Location (8) 

In amongst the pillars below this 
point, you should notice that the cen- 
tre one does not have a StoneWatcher 
on it. If you shoot this pillar on the top 
it will explode to reveal Gold Keys (3). 
These keys will open the door to the 
small room at Location (0). which con- 
tains some treasure. 
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LEVEL 1 

The first large room you come across in 
this level has lots of Revolving Domes 
bouncing backwards and forwards 
across the room These are invincible 
and thus cannot be shot - if you do 
shoot them you will just push them 
about and it's not a good idea to shove 
them all to one end of the room, so its 
best just to avoid them. Collecting Gold 
Keys <1) and Gold Keys (2) will reduce 
the number of Domes in the room. 

At Location (1) you can either carry 
on up the narrow corridor to the north 
or shoot the lever on the wall. As the 
lever drops the water will drain out of 
the pit beneath you, you can then get 
up to the room on the ledge above 
which contains Gold Keys (3). When 
you collect these keys the narrow cor- 
ridor will be blocked and you will be 
able to cross to the room marked as 
Location (2). This room contains noth- 
ing but an open manhole which (if you 
walk into it) will teleport you to 
Location (3). 
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As you approach the sewer pipes at 
Location (4) monsters begin to gener- 
ate in the eastern most of the two pits 
to the south of the corridor and start 
moving into the room below. Water 
flows from the pipe outlet, filling the 
pit to the west. To progress, you must 
shoot at the cracked pipe at Location 
(4), which will blow up and allow water 
to flow into the eastern pit thereby cut 
ting the supply to the pipe outlet. This 
will simultaneously drain the water 
from the west pit allowing you to carry 
on into the level and fill the east pit. 
drowning Jhe monster generator. The 
sooner you do this, the fewer monsters 
you will have to fight when you enter 
the room to the south. 

If, however, you choose to follow the 
corridor to the north, at Location (1) 
you must activate both nodes at the 
top of the map and then carry on down 
the corridor at Location (5), which is full 
of Revolving Domes. These are, again 
invincible but in this case you can- y 
not simply dodge them as they / 103 




to shut down the next set of nodes generators before you can activate the game. You must first activate all the monitors your progress, as each 

and open their barrier. puzzle. At this point a set of numbers nodes in the four small rooms that sur- Generator powers its own set of pistons 

Room (1) contains a circle of small will appear on the north wall. It is here round the Generator at Location (6). as marked on the north wall of this 

pits. You must collect the Gold Keys in that you use the clues you obtained in When the node counter drops to 0 you room. When you shut down a 

the centre of the circle to start a num- Room (1 ). Shoot 1 to deactivate the are informed that the exit is open but Generator, its set of pistons will cease 

ber of small rocks appearing in the pits nodes and open the barrier. If you have on inspection you will find that the to move, its dial will be destroyed and 

around you. You must then shoot any been given the extra clue in Room (1 ) dodr is still shut. However, a power the field surrounding the Engine will be 

of the rocks until you destroy one. As you may now shoot 4 to open a short cable joins the Generator to this door weakened. You are also rewarded with 

soon as one blows up all the pits will cut into Room (5). and if you shoot the base of the a Players Saved token placed m Room 

disappear and the puzzle is solved. At Room (4) contains a number of small Generator it will blow up, the cable will (1 ). for every one that you shut down, 

this point you should note that the dials, all of which have cracked except dissolve and the door will open. You may come back to this room at any 

light on the north wall of the room has one. There is a small button next to this time to bring a character back to life or 

stopped flashing and that a number 1 active dial. You must fire at this button just to check how you are doing, 

has appeared. This a clue for later. As to move the needle within the dial. When you have succeeded in 

a bonus, if you shoot this digit it When you have killed all the monsters LEVEL 4 destroying all four generators, you will 

changes into a 4, which ts another clue that are generated to protect the dial The last level. The Chaos Engine is in the be told that the exit is open. The force 

to a later puzzle in Room (3). and moved the needle within one com- centre of the level and is protected by field surrounding The Chaos Engine will 

Room (2) contains a spinning plete revolution this dial will crack as a force field, generated by four activat- disappear and a pulsing ring will appear 

wheel. As it passes a contact on its well and the puzzle will be solved. ed nodes. Before you can attack the at Location (2). You must step into this 

frame it sparks. To solve this puzzle Room (5) contains three pistons. Engine you must disable this force field, ring so that you are teleported to the 

you must shoot the wheel, at which When you enter the room vicious Half- Although the node counter says that final conflict with the Chaos Engine, 

point it stops spinning. If, however, Tracks are generated to protect the pis- there are four nodes to activate in this The Engine itself has two stages. At 

you manage to stop it at exactly the tons. As you kill off these guardians, the level, there are no normal nodes; first it has a protective shell around it 

point when the contacts are touching, pistons stop animating and. finally, instead there are four Generators, like and you must hurt it sufficiently so that 

the wall to the east of the wheel will when all of them have stopped the puz- the one at the end of the previous level, part of this shell dissolves away. Whilst 

crack. If you walk into this section of zle has been solved and you may con- The position of these Generators are it is in this phase it cannot use the full 

wall if will disappear and you will have tinue to the final section of the level, marked as nodes on the map. You must force of its weaponry. However, once 

opened a shortcut to Room (4). The final section of The Hall Of destroy each of these Generators, by its innards are exposed it will do every- 

Room (3) contains a number of Machines provides you with an shooting them in the base, in order to thing it can to protect itself. All you 

monster generators which produce overview of what do in the next level, cut the power supply to the level and have to do is destroy it to win the game 

extremely tough Half-Tracks. You The map of this section is representa- shut down the force field. and rid the land of Chaos, 

must destroy all these and blow up the tion of the map of the last level of the The control room at Location 0) Simple innit? 





As the Soviet Union finally falls to pieces, and the 
KGB is degraded into nothing more than a Russian 
Public Relations office, we conclude the complete 
solution to Virgin's pravda-tastic adventure... 
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while the captain comes down and 
the boat gets moving. Resist the 
temptation to be seasick at this point 
and wait until the mechanic, known 
to all at this point as Kapiton, falls 
asleep as his station. You just can't get 
the staff these days) 

NOW! Leap out of the closet quiet- 
ly and examine the engine. You'll 
notice that it isn't working too well. 
Take the belt from your pocket and 
use it on the engine to repair it. Who 
said you could only use a spare pair of 
tights? Once you ate satisfied that 
everything is running smoothly, climb 
back into the closet and wait. In fact, 
wait until nightfall at 9:30 before even 
considering making a move. 

Leave the womb-like safety of your 
closet and go back on deck. Take a 
few gulps of air if you feel it necessary 
and walk to the forward deck. Find 
those old fish boxes again and hide 
behind them. At this point, you might 
be getting a little bored with contin- 
ually hiding, but supress any tempta- 
tion to leap out and do an Errol Flynn, 
as it will only end in tears. Instead, 
wait behind the fish boxes until mid- 
night. 



am Once again everyone comes back 
on deck (do these people ever get any 
sleep?) and listen to what is said 
Quietly move to the stern deck and 
wait for the sun to come up Enjoy the 
panoramic vista at 6.45 and then set- 
tle back for another wait. At 7 30 the 
Viktor Mastnev comes back into the 
port As history lepeats itself and 
everything settles back to normal, you 
can dive back into ihe sea and finish 
the chapter. 
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HIDE SOME MORE 

At this point, you will probably find 
yo^ir intensive hiding from absolutely 
no-one disturbed by everyone walking 
up onto the deck. Wait for a bit, and 
listen to what's being said. Watch 
where everyone goes when they leave, 
and follow the two men who go 
down into the radio room. Much to 
your advantage, they don't bother to 
look behind them as they go. Watch 
them go into the rest room, and then 
listen at the door. This is probably the 
most exciting thing that will happen 
in the entire chapter. Once you have 
heard all they have to say. stagger 
back on deck and hide once more 
Set your alarm and wait until 6:00 



CHAPTER 4 




Shaking off the drops, as they say, you 
now make your way to Department 7 
as you enter the final chapter of the 
game If your fingers aren't trembling 
with anticipation after you've come 
this far, you've got stronger nerves 
than I have. Anyway, once you reach 
Department 7. you'll be faced with 
the awful knowledge that the build- 
ing isn't open yet - yes. you have to 
wait some more. Thankfully, you only 
have to wait until 9: 1 5. At that point 
Agabekov drives out of the 
Department 7 garage. Whereis he 
going? Who can say? There's only one 
sure fire way to find out, and that's to 
follow him. So, in time honoured tra- 
dition, you have to hail a taxi and get 
him to 'follow that car!'. 

A few moments later, you will pull 
up outside the Psychiatric Institute, 
where Agabekov has just entered. 
Enter the institute and when con- 
fronted by the ever vigilante guards, 
show them your ID card. When asked 
exactly who you are, claim to be 
Agabekov's collegue - not a complete 
lie. When you meet the director of the 
Institute, Lutinov. question him thor- 
oughly 

Once directed, go to room 3. From 
there, enter the green room and wait. 



After a short while, the professor will 
enter and ask you who you are. Tell 
him you are Rukov, Agabekov's col- 
legue. The professor will introduce 
himself as Tsibulenko and enter his 
laboratory Follow him and when he 
talks to you, reveal the fact that you 
are not, in fact, Rukov. The professor 
will leave and rush into the green 
room Peace at last! 

Examine the nght hand side of the 
bench and you will find a button 
Press it and the doors to the green 
room will lock, with the hapless pro- 
fessor trapped inside. Now all you 
need to do is get him to tell you exact- 
ly what he knows. There are many 
ways of doing this if you are a KGB 
agent, but none of them are catered 
for in this game, so you might as well 
just wait him out. Click wait a few 
times (this does use up a couple of 



hours of game time) until finally he 
cracks and shouts "I'll tell you any- 
thing!". Now he's yours! 

Rather than let him out to question 
him, a quick scan of the room will 



reveal a microphone. Talk into the 
microphone to question Tsibulenko, 
and ask him questions about the 
nurse Saneyeva, Protopopov, 
Agabekov and the patients in rooms 





1, 2 and 3. Go into the cabinet and 
have a look around. Press the button 
to unlock all the doors and leave the 
lab. 

Go to Room 3. remembering every- 
thing that Tsibulenko told you. and 
talk to Golvbev. Say 'Saliva' and listen 
to what he has to tell you. Now your 
work at the tnstitute is done and you 
can turn your back on the place. Your 
next port of call is the Hotel Gostinitsa. 
Outside you'll find a tramp. Chat to 
him, and he'll respond to your kind* 
ness by giving you Yakuchev's 
address, somewhere on Gorki Street. 
Thank the tramp and go directly to 
Gorki Street Locate Yakuchev's house 
and enter. 

Here you'll meet Greenburg. Ask 
him if he knows a place called The 
Motherland' and if he knows of a 
book called 'Memory's Bible' or anoth- 
er called 'The Book Of Death'. Not the 
most charming titles, I know, but 
these questions must be asked. He'll 
show you a bookmark he's found. 
Have a good look at it and you'll find 
the address of the gallery. Thank him 
and leave for Great Patriotic War 
Street. 

Enter the gallery and watch the 
Manageress. After a short spell, she 
will wander off to the back of the 
gallery. As soon as her back is turned, 
jump into the nearest available clos- 
et and hide. Next time you look out of 
the closet, there will be two women 
in the gallery. Wait for them to leave 
and then leave the closet Switch off 
the light above the paintings using the 
switch on the left. 

Once safely shrouded in semi-dark- 
ness (only the most dramatic descrip- 
tions in this magazine, folks) go to the 
far room Here you will find a statue 
bravely clutching a sword. Take the 
sword and find the letter opener on 
the desk. Put the letter opener where 
the sword was and the painting will 



slide to one side. Go into the secret 
passage with your stomach in knots 
and small beads of sweat threading 
their way down your expectant face 
and examine the fake Gorbachev you 
find there 

Suddenly, you hear a noise from 
the passage' Vovlov and Savinkov are 
coming! Diving out of the way you see 
Vovlov kill Savinlov! Vovlov will then 
turn to you and order you to kill 
Prolopopov, otherwise known as the 
fake Gorbachev. With all you have 
seen and learnt in the game up to this 
point, you should already know that 
this is an order than can't be followed. 
Refuse to kill htm, and then prick up 
your ears and you will be able to hear 
Vanya and Yegor coming down the 
passageway. A fight breaks out, and 
Vovlov gets knocked out by Yegor, 
dropping his gun. Take the weapon 
and shoot Vovlov. Well, he was ask- 
ing for it! 

Finally, stand back and let the fake 
Gorbachev make his speech, and 
that's all there is to it! Well done, 
you've completed KGB! 




Iff 



p 





In a world where there seems to be an 'ism' 
for everything, let's not forget ageism. Core 
certainly didn't, and here's their guide to 
getting through their latest hit. 




After the second banana swing, walk 
past the boulder and go underneath 
the spikes to collect loads ol sweets. 
Jump up to get out and then knock the 
boulder off the blocks. Jump up to the 
platform and go right until you reach 
a monkey. Kill it and it will leave a 
banana. Hit the banana across to the 
right until you reach the next monkey 
and then knock the banana at the mon- 
key. He'll be so pleased to see one so 
bruised that he'll give you an extra life! 

On section 2, hit the banana back to the 
monkey to the left and then knock it 
onto the platform with the bird on it. 
Jump on the monkey's head (remember 
to ask nicely) and then free the bird by 
hitting it. (We would like to remind all 
small children than hitting the family 
budgie with a large piece of 2 by 4 is a 
pretty stupid thing to do. no matter 
how funny it might seem). Climb onto 
the bird, and use it to jump over the 
spikes and huge gaps. 

When section 3 - the Wacky waterfalls 
- rears its ugly head, here's what you 
need to do. Continue as normal untt 
you reach a large gap with some waves 
washing across it from left to right. 
Leap on the waves and they will carry 
you across, but remember to jump off 
at the end! 

After you pass the three water-spit- 
ting dinosaurs, jump into the air and 




you'll appear on some invisible blocks. 
Do it right first time, or you'll look fair- 
ly daft Jump up. and you'll reach 
another one of those platforms laden 
with sweets - sort of a digital version of 
Simon's pockets. 



At the end of the level, Oznc will rise. 
Avoid him to start with, and move 
toward him when he sinks. Move out 
of the way when he rises and then bat 
the fish back at him when he starts to 
fall Repeat this as often as you can 



bear. When he tries to ram you, move 
left. 

LEVEL 4 

Who would have thought you could get 
this far? If they did. then they're right ! 
The first thing you need to do is get in 





front ot the dog ana men wain ngni mj 
the end of the platform. Leap on the 
dog when it approaches and then |ump 
to the platforrh above for some sugary 
tooth decay. To get over the lava beds, 
knock the turtle into them, and then 
ride across on his back. 

Finally, in the spooky city, stand on your 
club to get over the dinosaurs that 
charge you. To get over the spikes, 
smash Jhe blocks above them to cause 
rocks to drop. When in the trees, kill the 
spiders and climb their webs to reach 
the top. Before you know it, you'll be 
facing the final guardian. The mair 
things to watch out for here are thr 
rolling eggs (j urn P over these) and the 
flying boulders. As the bird comes for 
you, jump over it and hit it as you pass 
Keep doing this and victory is yours 1 
Right, I'm aboul ready for CHutkS^ 
Rock 3 - Pet of Chuck' / ^ 
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Before we go any further, I must let you in 
on this issue's Tip Of The Month; use grease- 
proof paper and margarine in your cake tins 
so that when you've finished cooking you 
can remove the cake with relative ease. If 
you have any tips on games, life or making 
money then send them to me: MR TIPS, The 
One, Priory Court, 30-32 Farringdon Lane, 
London EC1R 3AU; or FAX me on (071) 972 
6710. If I receive any new cheats which I 
don't know about then expect some 
software in return. Cheerio-toodle-pip-good- 
bye and all thatl 



SUPERFROG 

Team 17 

In our little chat we were having last 
month, you may remember that I 
happened to reveal the codes for 
the first four worlds. You've waited. 
You've twiddled your thumbs. 
You've twiddled other people's 
thumbs. You've gone out of your 
mind with worry. Now, for the first 
time ever in Snip Tips. I proudly pre- 
sent... (fanfare, etc) the remaining 
level codes!!! Don't ever say that 
we're not good to you... 



WORLD 5-1 
WORLD 5-2 
WORLD 5-3 
WORLD 5-4 
WORLD 6-1 
WORLD 6-2 
WORLD 6-3 
WORLD 6-4 



452234 
984841 
383772 
093152 
387211 
981122 
017632 
398112 



Well, no. The Being soon discov* 
ered that by pressing any number 
between one and six he could trans- 
port the bloke with the blue 
trousers to a specified level. And, 
even weirder, that pressing 'W' 
powered-up the bloke to an awe- 
some level, 'E' whisked the bloke to 
the end of level Guardian and - even 
most curiously of all - 'C granted 
the Being with infinite continues. 





ASSASSIN 

Team 17 

Now here's a little tale which should 
interest anyone who's having trou- 
ble with Team 17's Strider-'em-up. 
There once was an athletic bloke 
who wore a blue body suit and he 
was standing in the first level of a 
certain platform game. Being an 
odd sort of fellow, he went to the 
first tree he could find and climbed 
to the top left-hand corner of it. 

"Ol," he shouted to the Being 
who was controlling him, "type in 
'NICE VIE WFROMUPHEREM ATE' with 
no spaces or I'll duff you in." , 

The powerful Being who heard 
the bloke's message immediately 
did as he was told and the land 
flashed yellow around the edges a 
couple of times. The bloke in the 
blue trousers froze for a while. 
Realising what he had done, the 
poweful being pushed 'P' once 
again and everything was restored 
to its former moving glory. 

Or was it? 



THE CHAOS ENGINE 

Renegade 

Simply loads and loads of people 
have sent in codes for this one and 
if I could thank you all personally 
then I would Printed below are a 
selection of one player passwords 
which should all be advantageous - 
you'll just have to experiment with 
them and find out which you prefer 
to use. 

WHX5CD#16ZFN 

TTTTTTTTTTTT 

NDTPH9NC1PH8 

VVVVVVVVVVVV 

ZLNQ7K58S6SR 

T655NB1VGLMB 

XXXXXXXXXXXX 

MRZS4RLZ6ZC0 

VYYYYYYYYVYY 

6YQ3M2#R351 

SBKMWOW#8R35 

BBJMQWQ#5R35 

6UCDXU2SS7V2 

HHGCFFDDCCBB 



i 



UMANS - THE JURASSIC LEVELS 



''"I'll 



fans - I've got a confession lo make. Er, y'know the thirty or so level codes I printed a tew 
inths back? Well, it appears that I got my release dates wrong (these extra levels are reviewed this issue, 
fact) and because I jumped the gun and printed the first thirty, the programmers decided to change 



er mind. Listed below you'll find the first thirty codes which work with the Jurassic levels only. More 

:h 



DARWIN 

DOOM 

SPVDER 

480 

BILLS 

BROKE AGAIN 
OUR SHELF 
NO SUPPORT 
MR PARROT 
7 MILE WALK 
BLIZARO 
MINI EGGS 
KEEP 




BESTEST BUDS 
OO CHILDREN 



BLUE STUFF 
LEOPARD 
ALAN B STARD 



KATIEWOOH 
RADCLIFFE 
IDONT LIKE BRAWN 
GILL NGEDS 
HOW MUCH 
THE SLOBS 
MRS T 

ALMANBURIE 





Dear Doc, 

Please, please help mel About two 
months ago I bought KGB. I was 
stuck so you can imagine my 
delight when I saw the trusty if not 
brilliant guide in The One. At the 
end of Chapter 1 I return to 
Department P and talk to Vovlov, 
but he says t have failed because I 
let the American go (as you told 
me to). No matter what I say he 
sends me off to some iceberg. 

I'm not the only one who has 
this problem, as several of my 
friends have KGB and they cannot 
get past this bit either. Help! 
David Harrison, 
Reading. 

Indeed you are not the only one who 
has this problem, as many other 
readers have written in suffering 
from the same complaint. This is 
strange because I actually used the 
tips lo get the screenshots. However. 
I think I know where your problems 
lie. My guess is that Vovlov sends you 
to the iceberg lor not getting evi- 
dence of Verio's activities, right? This 
is because you have probably played 
the wrong video tape in Verto's stu- 
dio. The one lying about is an old 
black and white movie that's totally 
irrelevant. However, if you look in the 
drawer under the TV you'll find a 
tape showing deeds of a much dark- 
er nature. Now when you return to 
Deaprtment P you'll still get moaned 
at for letting the American go 
(assuming you say something like 'He 
was a pawn in my plans') but the 
adventure will continue. 



Dear Doc, 

A few days ago I purchased the 
rather excellent LIONHEART. But I 
have already encountered a small 
problem. I have reached the end of 
the airship and jumped onto a 
swinging platform. But despite try- 
ing and trying again I just can't get 
onto (or into) the airship. Please 
help if you can! 
Jonathan Young, 
Coulsdon, Surrey. 

As I tell all my patients, always read 
the instructions on the bottle or, in 
your case, in the box For the solution 
to your problems lies in the game's 
manual. What you have to do is pull 
down when the platform reaches the 
top of its swing It's a bit tricky at 



Every month, thousands of devout games worshippers make the 
arduous trek to the shrine of the Games Surgery. There they are 
met by Doctor David Upchurch, revered and respected throughout 
all gamesdom as the mystic with the healing tips. Here, then, are 
just some of those pilgrims' tales... 



first but once you have got a bit of 
momentum going you should be 
able to leap onto the airship's deck 
with ease. 



Dear Doctor, 

Could you please tell me where to 

find the flask in LURE OF THE 

TEMPTRESS? 

James Hand, 

Aberdeen. 

It's good to see that you begin your 
letter addressing me by my full pro- 
fessional title. I get so fed up with 
these scruffy urchins calling me 
'Doc'. Anyway, about your problem. 
It's quite a complicated route to get- 
ting the flask. Go to the Forge and 
talk to Luthern. While you're there 
get the linderbox. Now find and talk 
to Malm and agree to do what he 
asks. Go to the Village Shop and give 
the metal bar to Ewan. In return 
you'll get a gem and twelve groats. 
Go to the Magpie Tavern and give 
the gem to Nellie and then you'll get 
the flask. You can now use this flask 
with the apparatus in Taidgh's house 
to make a special potion to protect 
you from the Skorl. Though quite 
how you do it is another matter 
entirely... 



Dear Doc, 

I have got R-TYPE and I am having 
great difficulty in completing it. 
Please, have you got a cheat that 
can help me? 
Mark Page. 
Mickleton. 

Indeed, I have. However, you'll need 
to put in a bit of hard work before 
you can use it. Thing to do is blast 
away until you're good enough to 
get onto the high-score table. Then 
type in your name as SlMATRA. When 
you start playing again you should 
have infinite livesl Good, eh? 
Dear Doc, 



Please could you help me. In THE 
SECRET OF MONKEY ISLAND I've 
been to the three pirates who have 
told me about the trials and I can 
get the idol but I would like to 
know where the helmet is so that 
I can go in the cannon. 
Daniel Lamb, 
Bristol. 

Oh. Daniel. You can work out how to 
get the idol but you can't work out 
how to get a helmet? Really! What 
you need to perform is a bit of later- 
al thinking. If you go into the kitchen 
at the inn (you'll need to wait until 
the cook has wandered off before 
you can do this) you'll find a metal 
cooking pot. This will function per- 
fectly well as a helmet. There you go. 



Dear Doc, 

I have had APIDYA for well over a 
year now and I still can't finish it. 
It's just too hard and I was won- 
dering if you could help by giving 
me a cheat for it? 
Michael. 

Well. 'Michael' of no fixed abode, I 
can't help you with a cheat as there 
isn't one. apparently. However, I can 
give you level codes which'll let you 
see some more of the game Try typ- 
ing in the following on the title 
screen to skip to the various stages. 
You'll start with a fair selection of 



power-ups so you should be able to 
get quite a way into the game. 
Stage 2 

MISSHONEYBEE 
Stage 3 

DEPUTYOFLOVE 
Stage A 
HASTALAVISTA 
Stage S 

SNEAKPREVIEW 
Finale 

SHOWCREDITS 18. RETURN keyl 



Dear Doc, 

I don't know if you'll remember 
this one. It's called SUPREMACY 
and I bought it ages ago. Thing is, 
although I shouldn't think there's 
a month goes by that I don't play 
It. I've still yet to beat it. Have you 
get any tips or cheats? 
Malcolm Hunt. 
Southend. 

Of course I remember it - and a damn 
fine game it was too. if memory 
serves correctly Here's a little cheat 
of sorts that might help. If you're in 
desperate need of cash, go to the 
information screen and wait for your 
population to rise. Put your tax rate 
up to 100% then, as soon as your 
credits increase, put the tax rate 
down to zero. You'll have to be quick 
to make it work, but pull it off and 
you'll have pots ol money AND an 
increasing population! 



THE SURGERY IS NOW CLOSED! 

If you have a persistent gaming complaint then why not 
write to me at: Doctor David s Games Surgery, THE 
ONE, Priory Court, 30-32 Farringdon Lane, London 
EC1R 3AU. I try to print as many letters as possible but 
due to the sheer volume I receive it's impossible to 
answer everybody's problems. Please remember that I 
can't reply to queries personally either in writing or 
over the phone. I'm a busy man, you know! 
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P D ZONE 



If you want to snap up the cream of the 
crop and avoid all the stinky gone-off milky 
programs then Simon Byron's your man. 
Hold onto your trousers and prepare to 
enter the PD Zone... 




CAR WARS 

Fortiss PD, 
Assassins disk 54. 

Car Wars is another ancient 
arcade game given the PD 
treatment, and it works sur- 
prisingly well. Playing as a dot-hun- 
gry car (?) your task is to race around 
a maze and clear the screen of balls 
before moving onto the next level. 
If you're thinking that Car Wars 
sounds a lot like Pacman then you're 
right in some ways but there are a 
few additional gameplay elements 
which ensure that the only similari- 
ties are eating dots, racing around a 
maze and avoiding harmful 'crea- 
tures' before leaving the screen and 
entering a different maze layout. 

No. really, it's not Pacman at all. 
Your car isn't as manoeuvrable as the 
guzzling yellow semi-circle as it can 
only move in an anti-clockwise direc- 
tion. Whenever gaps appear in the 
maze walls you can switch lanes and 
race along another track. You begin 
the game with five turbo-boosts 
which accelerate your vehicle for a 
short period of time. 

And that's all there is to it. Oh. 



sorry, I nearly forgot the trivial mat- 
ter of the opposing car. It races 
around the track in a clockwise direc- 
tion, doing its damndest to get in 
your way. To describe this machine 
as a kamikaze would be an under- 
statement - anyone would think 
there was a Lemming at the steering 
wheel. 

Car Wars may not look like much 
but there's some cracking gameplay 
underneath. As there's no time limit, 
you can concentrate on fooling the 
computer car so there's quite a lot 
of thinking to be done. Car Wars may 
ultimately become a little boring as 
there's not really that much variety 
but until then who cares? 

OVERALL: 83% 






AMOS GAMES 
DISK 

17 Bit, disk 2552. 

■ understand that the title of this disk 
I is a little off-putting (after all, when 
I was the last time you saw a decent 
AMOS game?) but the collection of 
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games on this disk are all well above 
average. Except for Solitaire but I'll not 
mention it again. 

If you play through the games in 
the order they're presented in the 
disk's menu, the first one you'll come 
across is Glassback which is a Manic 
Miner-style platform game with one 
major difference; your character can't 
jump, which is quite strange. Still. I'll 
forgive it because the game moves at 
quite a speed and is mildly challenging 
without being too frustrating. 

Next comes Snakebyte, one of 
those games where you get to play a 
snake thingy that increases in length 
every time it gobbles up a frog. It's a 
bit like those Tron light-cycle games 
but without an opposing bike, though 
you have your work cut out trying to 
avoid all the other obstacles without 
having to fend off the attentions of 
another snake. 

We'll skip the next game in chrono- 
logical order and arrive swiftly at 
Bomber, one of the oldest game forms 
known to man. You're the pilot of a 
plane which needs to make a crash 
landing right whe*re a city lies. Your 
objective is to level the metropolis (by 
using your infinite supply of bombs) 
and thus create a flat runway on which 
to park your plane. It's worth a look 
for the nostalgia value if you've played 
this sort of thing before. 

Finally we stumble across a weird 
and scary program which shouldn't be 
loaded by anyone with a weak heart. 
By inputting the answers to a series of 
questions, Life Expectancy will tell you 
at what age you will finally pop your 
clogs. Charmingl 

AMOS Games is, as you can see, 
packed with a range of programs, at 
least half of which should appeal to 
most gamers (apart from you-know- 
what, which will appeal to no-one), 
representing tremendous value for 
money. 



OVERALL: 88% 



CALLING ALL 
PROGRAMMERS! 

Many programmers out there may be 
wondering how to get their 
games/slideshows/ utilities accepted 
into a Public Domain Library. Well, it's as simple 
as this: first of all. write a game which you think 
will be of interest to other Amiga owners. Then 
save it out to one of those floppy disk things. 



stick it in an envelope along with a covering let- 
ter, attach a gummed picture of the Queen's 
head to the front, scrawl the address of the PD 
Library you'd like your work to be included in 
and (here's the hard part) stick the package in a 
red pillar box. Easy so-called peasy. eh? 

Writing PD games is a good way of getting 
your name known around the programming 
world so it can be a worthwhile exercise if you're 



after a job in the industry. And as a special 
added bonus, Gary at Fortiss PD has decided that 
any game deemed good enough for him to 
include on a future Assassins disk will receive a 
free piece of Public Domain for his/her troubles. 
If your game isn't good enough, though, you're 
still onto a winner because Gary will send you 
a Fortiss PD catalogue disk for your troubles. 
The address is shown elsewhere on the page. 
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TALISMAN 

17 Bit, disks 2289A/B 
(2Mb only). 

Talisman is odd in two ways. 
First of all it's a PD graphic 
adventure and second, it's an 
unashamed early eighties game. 
What do I mean by that? Well, let me 
tell you (as if you can't see from the 
screenshots) - the majority of the 
game is spent inputting instructions 
via an extremely simple interface. 
Well, okay, so the antiquated adven- 



tures didn't have an interface as such 
but the commands in Talisman (east, 
west, look... you know the sort of 
thing) are reminiscent of the instruc- 
tions you'd type into a Scott Adams 
or Level 9 text-only game. 

Of course, the major difference 
here are the atmospheric black and 
white digitised pics which accompa- 
ny most locations but the game 
engine remains basically unchanged. 
It's here that the game falls flat as 
there really isn't a lot of object 
manipulation and the majority of the 
problems are solved by finding an 



object and using it at a particular 
point in the adventure. 
This really shouldn't be too bad a 
thing but in the days of intelligent 
point-n'-click interfaces, gamers have 
come to expect a little more from 
their adventures. Still, as a PD game 
which will only^set you back three 
and a half quid, you can't complain. 
It's large enough to provide a few 
days of solid play - tons more than 
you could usually hope for from a PD 
game - but, of course the major 
sticking point will be the fact that 
there isn't much to come back to 
once you've completed the quest. 

At the end of the day you've got 
to ask yourself how much you're 
prepared to compromise and if you 
don't expect too much in the way of 
complicated puzzles and non-linear 
routes (and you've got the memory 
to run the game) then you simply 
cannot go wrong with Talisman. 

OVERALL: 86% 




VELCRO GRUB 

Fortiss PD, Assassins disk 53. 




question - I'm glad you asked. Basically, if you're play- 
ing on your owii (as the jeep, remember?), the tactics 
boil down to a mixture of keeping your finger on the 
fire button and keeping your finger on the firebut- 
ton. Yes, it's as simple as that, really. 

Okay, so the plane gets more of a task because 
things can creep 

up on him from below but when you add the fact that 
the 'scrolly* landscape keeps repeating during play 
(a bit like those tacky American cartoons) and there's 
no on-screen indication of how you're doing or how 
many lives are remaining, you can see that this is a 
game which is going nowhere. 

Free-of-challenge isn't exactly a recipe for a fulfill- 
ing and satisfying gaming meal so my advice to you 
would be to go hungry. 

OVERALL: 49% 
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■ t's not often you find a PD Silkworm game and it's 
I even rarer to come across a good one so it comes 
I as no surprise to discover that Velcro Grub doesn't 
break any rules. 

The first few milliseconds of play give the false 
impression that Velcro Grub is fairly enjoyable. You 
get to command a jeep which possess the curious abil- 
ity of being able to leap (presumably because jeep 
and leap rhyme - I'm just thankful that you don't drive 
a truck) and if a mate happens to be passing by as 
you begin a game then he/she can fly a plane. The idea 
is, I think, simply to waste as many of the enemy jeeps 
and planes as possible. 

Fair enough, but what's the gameplay like? Good 




PIPE MASTER 
Fortiss PD, Assassins 
Disk 60. 

I can sum this two-hundred word 
review up in just one: Pipemania (as 
if you hadn't realised). Those of you 
familiar with the supposed classic 
will instantly be able to pick up Pipe 
Master and play away, the only real 
difference being that there is a per- 
manent start point where the flooz 
begins its journey. 

There's not a great deal else that 
can be said about the gameplay and 
you can't fault the implementation, 
so rf you are a fan of Pipemania then 
you'll no doubt enjoy this. Personal- 
ly I find the game far too frustrat- 
ing for its own good, as anyone who 
read my budget review of the origi- 
nal version will know. I don't mind a 
bit of a challenge but there really 
doesn't seem to be much skill 
involved as the pieces are picked at 
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LESS AVUMH! 

There's some high quality stuff 
in this month's PD Zone and 
no doubt you'll be wanting to 
lay your grubby little mitts on 
them. If that's the case then 
either write to or ring up one 
of the thoroughly nice compa- 
nies below. 

• 17 BIT SOFTWARE 

1st Floor Offices, 2/8 Market 
Street, Wakefield, 
West Yorkshire WF1 1DH. 
Telephone: (0924) 366982 

• FORTISS PD 

PO Box 2. Earl Shllton, 
Leicester LE9 8LU. 
Telephone: (0455) 850984 
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, random, making track building 
nothing more than pure guesswork. 
And there's a certain square which 
doesn't appear as often as the oth- 
ers, the cheats! 

This is one of those games you'll 
either love or hate but I suspect that 
anyone who does love it will already 
have snapped up Pipemania at bud- 
get price. Still, it doesn't cost much 
so if you're new to this type of 
game and do find the game annoy- 
ing then you haven't lost much. 



OVERALL: 64% 
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THE 17 BIT 

COLLECTION 

17 Bit, £40.99 (inc. P&P). 




How much money would 2300 
public domain disks set you 
back? The cheapest you could 
pick them up for would be 80p each 
{if you were lucky) so 2300 would 
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cost, let's see, something in the 
region of £1840. 

Not really! No, now 17 Bit Soft- 
ware have collated together their 
first 2301 disks and plonked them on 
two CDs so that owners of CDTVs or 
A570s can have access to them. Once 
you've inserted either 'Golden Oldies' 
or 'The Latest Batch', a menu will 
appear with a list of all the programs 
on that CD. Clicking on the titles calls 
up a brief description of the disk 
(complete with awful puns and the 
odd spelling mistakes) and if you 
fancy the sound of it then insert a 
disk into the floppy drive (yes, you 
need an external drive, CDTV owners) 
and away you go. After a few short 
moments you'll be presented with 
exactly the same disk you would 
have received if you'd sent cash of to 
1 7 Bit. It's a shame that you can't use 
the programs directly from the CD 
but at least this means that you'll be 
able to swap PD programs with your 
mates. 

Virtually every game-form known 
to man is included on the collection 
and you'll find definitive versions of 
most arcade games from text adven- 
tures to Space Invaders, along with 
billions of other game-types which 
could only survive on the PD circuit. 
Whatever you're interested in, I'll 
guarantee there's something for you. 

This collection also provides the 
ideal opportunity for you to discover 
other areas of interest such as music 
and art. If you used to own a C64 
then you'll lap up the four disks 
which contain virtually every tune 
written for the baby Commodore 
machine. Musicians will welcome the 
hundreds of sampled instruments 
which put in an appearance along 
with numerous music disks written 
by established composers (Allister 



Brimble's disks are brilliant as usual). 
Mega Demos are a good way of 
showing your mates exactly how 
powerful the Amiga is and 
there are hundreds of the 
blighters, some of which 
occupy four or five floppy 
disks! Clip art always comes 
in handy with Deluxe Paint 
and other art packages and 
you'll find every image you 
could possibly wish for on 
one of the two CDs. 

As you can see, there 
really is a superb variety of 
programs - I honestly can't 
stress that enough. You 
may find a few compatibil- 
ity problems (after all, some 
of the games/utilities are 
getting on a bit) but the 
majority of disks I tried out worked 
fine although the packaging does 
stress that some programs won't 
work on the CDTV, which I find a lit- 
tle odd. 



If you have the hardware to run 
these CDs and you're interested in 
the public domain scene then you 



CDTV 



I7BI1 

Collection for Amiga CDTV 

Dam*, iol-.i-. . V»wg )Wmhi UMIntn A 

AMM-Mum OiW<n Muw. Ml lact MfWo 



should snap this up before Seventeen 
Bit realise their mistake and up the 
price. 

OVERALL: 98% 




JETMCN PtlH 
86988 




P D Z O 



SYSTEM DEFENDER 
17 Bit, disk 2547. 

As far as I'm concerned, THE best defender game 
available for the Amiga is the excellent Obliv- 
ion which we gave away a couple of months 
ago. System Defender isn't a patch on Oblivion, but 
it's still good fun to play none-the-less. 

Rather than concentrating on keeping the graphi- 
cal feel of the arcade original, the team behind Sys- 
tem Defender have significantly jazzed up the back- 
ground visuals. And very impressive they look too - 
there's an excellent moon which scrolls by occasion- 
ally and the lunar landscape is brilliant. But by con- 
centrating so much on what's going on behind the 
action, they seem to have neglected the sprites which 





are fairly badly drawn and look out of place in front 
of the groovy backdrops. 

Control-wise, the game could have been tightened 
up just a touch as it feels sluggish 
when you need to perform some 
complex manoeuvres, making 
level completing slightly harder 
than it should be. Oh, and the 
smart bombs aren't very impres- 
sive, in a not-a-lot-happens-when- 
you-tap-the-spacebar kind of way. 

Apart from that, everything else 
is as it should be. The attack 
waves build up nicely, with a well- 
judged difficulty curve which 
ensures that you can get your 
teeth into the game on your first 
go. System Defender is by no 
means perfect so if you enjoyed 
Oblivion then you're likely to be 
disappointed but if you accept its 
mild shortcomings then you're in 
for a good blast. 

OVERALL: 73% 
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PUZZLE 

17 Bit, disk 2498. 

■ ere's an interesting little time 
H waster which doesn't pretend 

I to be anything flash or revolu- 
tionary. It's a puzzle game and - yes! 
- it's got pictures in it. You get to pick 



an illustration from a list of, oooh, 
quite a few, select how many squares 
you want it divided into and then, as 
if by magic, the program re-jiggles 
the picture and hands over to you. 

There's no real scoring system - 
just a simple moves counter which 
increases every time you pick up a tile 
so you're competing against yourself 
and nothing else. If you do get stuck 







then pressing Help calls up the fin- 
ished picture so you can see exactly 
what image you're working to- 
wards (the computerised equivalent 
of looking at the jigsaw box). 

Picture Puzzle has-n't got any real 
thrills or neat programming tricks 
but then again it doesn't need to. 
Everything is presented in a neat 
fashion and there are no annoying 
delays. Of course, this kind of pro- 
gram is ideally suited to younger 
viewers but (and call me odd if you 
like) I found it strangely relaxing and 
just the thing to unwind with after a 
long day's Sensi playing. Many of 
you will hate this game because of 
its relative lack of excitement but it 
just goes to show what a sad world 
we live in. 

OVERALL: 76% 



ASTEROIDS 

Fortiss PD, 
Assassins 
disk 55. 




Hey! Guess what, everybody? 
This is a faithful representa- 
tion of the old Atari coin-op 
classic Asteroids! Yeah, unbeliev- 
able, I know. Before you even think 
about buying this, you need to ask 
yourself one important question. 
Do you really need another Aster- 
oids clone? 

If the answer is yes then you'd be 
advised to snap this up. It's exactly 
the same as the original version in 
virtually every way. The wire frame 
graphics move smoothly enough, 
the attack waves are accurately 
implemented (the alien spacecraft 
turn up with frightening regularity) 
and there's even a lack of joystick 
option (they used 'keys' in the 
olden days, you see) so the hard- 
ened Asteroids player will feel com- 
pletely at home. 

The sound effects are sampled 
from the coin-op so if you're look- 
ing for an almost 'perfect conver- 
sion' then you can't go wrong here. 
In fact, the only difference between 
the arcade machine and this home 
computer version is the tediously 
displayed shareware message which 
appears when you load the game 
(incidentally, it'll cost you a fiver If 
you register). 



However, if you've already got an 
almost 'perfect conversion' (and 
let's face it, there are plenty to 
choose from) or are looking for a 
modernised Asteroids then you'd be 
advised to look for something dif- 
ferent. 

OVERALL: 72% 
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Alien Breed 2 has to be the most eagerly-awaited sequel in devel- 
opment. Last month Marty n Brown, Team 17 v s project co- 
ordinator, told you all about his hopes and dreams for the game 
and now he's your host for this, the first part of the diary itself. 
Over the coming months you'll share the Team's trials and tribula- 
tions as the story slowly evolves of how a super-sequel is born. We 
don't want to hammer it home but remember - you'll only find this 
diary EXCLUSIVELY in The One. Anyway, take it away Martyn... 



THE AAONTH 
IN BRIEF 

It's been a very strange month. 
The whole project kicked off 
approximately four to five weeks 
behind schedule due to Super- 
frog running late and this has 
meant that there haven't been any 
stunning advances so far. We've 
been developing the game for about 
four weeks now. We 'story boarded' 
the game at the European Comput- 
er Trade Show in early April [see last 
month's issue of The OneJ and since 
then it's been a case of progressing 
with the initial (and rather boring) 
parts of the game. As to what every- 
one is doing, it's this.. 
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RICO HOLMES (Graphics) 

Rico is doing lots of sketches and 
try-outs, checking to see the best 
colour ranges to use bearing in mind 
that the game should (if at allpossi- 
ble) look very similar on the 
A500/600. This is proving easier than 
we first thought because of careful 
colour selection • check the mock 32- 
colour graphics examples if you 
don't believe us! 

The easiest way to work has been 
to take the old graphics and draw 
over them, gradually improving 
them and creating a more futuristic 
look. We decided quite a long time 

ago that we wanted AB2 to retain 
^•s^ the look and feel of the old 
game because we felt that 
as so many people liked the 
original it would be crazy 
to make too many dras- 
tic changes. Or rather 
that's what Rico would 
have been doing all 
is all month If his 
A4000 hadn't 
died... Anyway, 
you can all look 
forward to 
many more 
graphics next 
month as it's 
■II working 
fine and 
dandy 
now. 
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ANDREAS TADIC (Code) 

Besides his continual alcohol abuse, 
Andreas has been busy writing his 
new mapping program which will be 
used for creating the game's maps 
(some surprise, huh?). He's had to 
do a compete rewrite, coding the 
editor on his A1200 so that it will 
accept the new AA graphics modes - 
rather important for the A1200 ver- 
sion of the maps. 

This has been going slower than 
anticipated as his shiny new 5Mb 
A1 230 Turbo card has also gone 
down. The A1 230 Turbo card makes 
the A1200 go a rather splendid 
7mips (million instructions per sec- 
ond) which is a pleasing 12x the 
speed of a standard A500 or 1.5x the 
speed of the A3000. 

I asked Andreas to send us a piccy 
of the new map editor but unfortu- 
nately it was so mind-bendingly 
uninteresting that we don't feel it's 
worth showing. Maybe next time we 
can show it in action, manipulating 
some lovely AA graphics. 

As soon as the editor is finished 
basic mapping will begin and 
Andreas will work on his 'sprite 
playfteld' idea for the A1200. The 
majority of the routines/code for the 
A500 version already exist and won't 
take too long to get running. He will 
also play with the zooming/ sea ling 
ideas and see how far that gets 
before we decide to implement it. 



ALLISTER BRIMBLE 

(Sound) 

At such an early stage there has 
been nothing for Allister to do 
except admire his lovely local 
Devonshire sheep and ride about in 
his shiny new Porsche 924 • flash 
git' At this point, myself, Rico and 
Andreas-wonder how the hell the 
sound guy ends up with a flash car 
while we still use the bus... 




MARTYN BROWN 

(Project co-ordination) 

I've had the job of correlating the 
'storyboard' we decided upon at the 
ECTS and producing some sort of 
script and mission ideas to use in 
the finished game. I'm still in the 
process of producing this text but 
after I've done that I'll write a sort 
of short novella which will tell the 
whole story from start to end. then 
it'll will be as if we are converting a 
film onto the Amiga, trying to recre- 
ate the unfolding story in the game. 

Actually. I'm quite pleased with 
the Ideas so far and I think the game 
will play much better with a cohe- 
sive and constructed plot, with set 
goals along the way. The 
atmosphere of the game is 
everything and we want to create a 
believable place, where you can 
visualise all the storylines and really 
get into it. much more than people 
did with the original. 

We've settled on the players 
being able to select two characters 



from four. Two will be the original 
Johnson and Stone (you wouldn't 
believe the affinity people have for 
these characters) and the others are 
an advanced robot bio-form and an 
alien lizard-type creature. Obviously 
we want each of the characters to 
behave differently and be able to do 
different things, much akin to the 
old Gauntlet game. I've also had the 
joyous task of informing all the 
press about our AB2 activities and 
getting this diary thing together. 

BACK AT H.Q. 
(Packaging, marketing, 
etc.) 

It's been all quiet on this front, too. 
It's far too early to start making nois- 
es about the game on the sales front 
and a little bit too early to start pack- 
age design. We've had a few 
thoughts about how we will do 



things on the packaging but as soon 
as we have any preliminary sketches 
you'll see them first! 

We still get calls every day about 
when the game will be coming out 
and even received a threat from a 
guy in Leeds - he had the impression 
that the game will not be coming 
out on the A500. This is definitely 
NOT the case and all Breed fans with 
A500s and 600s can rest assured 
that they will be fighting off bugs 
alongside the A1200 owners. We 
aim to release both versions of the 
game at the same time. 

This early mock-up. reusing old 
Alien Breed 1 monster graphics 
overlaid on top of one of the new 
backgrounds gives you some idea of 
how the final game will look, except 
totally different. 



AND NOW... 
THE DIARY! 

Sunday April 4th 

First day of the ECTS at the Business Design Cen- 
tre in Islington. Absolutely rushed off our feet 
attending to press demands, business meetings 
and fending off the rather splendid {if pricey) bar. 

Andreas and Rico arrived in the evening and 
along with the Team 17 guys at the show (Steve. 
Andy. Junior and myself) have a few beers and an 
Indian meal in Hampstead. I got a bowl of rice 
dropped down my back and the restaurant paid 
for all the beers as an apology. Mighty cheers ring 
around Hampstead that evening even though I 
have to spend the following days finding rice in 
my underwear. 

Myself. Andreas. Rico and Junior spent about 
six hours rolling around laughing into the early 
hours after drinking half a bottle of potent 
Swedish vodka, laughing mostly at the expense 
of Allister (who hadn't arrived yet); we discov- 
ered that his hotel room had woolly blankets 
which gave us excellent value for money with the 
Allister/sheep jokes. 

Despite Andreas and Junior nearly having heart 
attacks due to incessant laughing and Andy hav- 
ing his photo taken clutching a teapot whilst 
asleep and at the mercy of the rest of us. we had 
a good evening. Prior to all this we storyboarded 
Alien Breed 2 and settled on what we were doing, 
so we did get some work done. 

AAonday April 5th 

Spend the day gathering recruits for our own 
Team 17 bash to be held around Islington in the 
evening. We bumped into The One's Dave and 



Simon in a flash restaurant (the Islington Ken- 
tucky), with Dave seemingly disappointed with 
Rico's appearances. "I just thought he'd have 
black hair and be taller," says a disillusioned Dave 
Upchurch. It's a sad day. 

This day. the middle ECTS day. had been hailed 
as 'the mother of all piss-ups' and the next morn- 
ing we enjoyed its sequel; 'the mother of all hang- 
overs'. We had always planned to visit the 
Swedish development team Digital Illusions [Pin- 
ball Dreams and Fantasies] when I was in Sweden 
and it was to some surprise that we bumped into 
them in The Steam Passage pub in Islington. 

The rest of the night is history and Olaf (Dl's 
sound guy) stayed with us and helped us drink 
the hotel dry. We nearly got thrown out and gen- 
erally acted like hooligans - oh, how our mothers 
would be ashamed of us if only they knew... 

Tuesday April 6th 

Spend most of the day wandering around clutch- 
ing our heads, swearing never to drink again. All 
the Team 17 guys leave and head back to their 
homes. We fondly remember that this was the 
first time that every member of the Team 17 
development crew had been together. 

Wednesday April 7th 

The Swedish department arrive back home and 
development continues at more of a crawl than 
a walk... Andreas fits his new A1230 Turbo accel- 
erator card to hit A1200. Wow! Speed- 
Thursday April 8th 

Rico's Opalvision arrives for his A4000. This means 
that he can draw absolutely fantastic 24-bit 
graphics and not use them on the A500 version! 
This should really speed up development of the 



256-colour graphics and it also means he can do 
some mind-blowing EHAM screens. Andreas's 
A1230 card starts playing up. GURUing after 
about an hour. Repeated calls to GVP from the 
frustrated Swede result in the synopsis that the 
turbo card is faulty and has to be returned. 
Gloom drifts upon the land... 

Friday April 9th 

Having experimented, Rico considers that the best 
way of working is to do the graphics in 32-colour 
mode, so guaranteeing that the A500 version will 
look excellent, then retouching and modifying 
them for the A1 200 version, using Opalvision for 
perfect shading and smoothing. 

Saturday April 10th" 

Rico's A4000 starts to operate at a slower speed 
and gradually slows down to such an extent that 
it's impossible to use. A few calls to Commodore 
Sweden later and he discovers that it's a design 
fault in a batch of A4000s. The machine has to 
go back. Rico is Amiga-less. Doom and gloom 
drifts upon the land... 

Sunday April 11th 

Rico and Andreas have to use old machines and 
use the only AA machine out there (an unaccel- 
erated, 2Mb A1200) on a rota basis. This is a far 
from perfect solution. 

(Nothing much really happened for a while 
because of machine problems. The machine rota 
thingy kept in operation and Andreas kept on 
with the map editor, which should be finished in 
a few weeks.) 

Monday April 19th 

Decided enough was enough and that it was 
about time we got the official AA specs from 
Commodore. The specifications cover all the new 
modifications to the Amiga chipset and. more 
importantly, all the new graphic and sprite 
modes. 



Tuesday April 20th 

After much searching and probing at Commodore 
I end up approaching the American head of devel 
opment and - hurrah! - they're in the post to 
us. It's a bit of a relief really, as Commodore 
don't intend to produce any hardware ref- 



vei- 







erence guides to the machine. It's laughable that 
it's taken so long to get hold of them, though. 

Friday April 23rd 

Jubilation! The full AA chipset specs arrive via air 
courier and much celebration ensues... particu- 
larly by our programmers. Much giddiness is 
caused by the fact that scrolling, for example, can 
be four times as smooth on the A1200 because 
the scroll pixels are four times smaller on the 
A1200. The whole weekend is spent drooling over 
the spec guide and it's saucy implications for the 
A1200 version of AB2. 

Monday April 26th 

Rico manages to lose all 32-colour work done to 
date due to the hard drive going down prior to 
its repair by Commodore. The 128-colour AA 
backdrops are intact so he had to retouch them 
all once more into 32-colour mode. This is a very 
boring job and Rico has to bore everyone else by 
endless calls to remind everyone just how bor- 
ing it really Is. 

Tuesday April 27th 

Andreas still plugs away on the new-fangled map 
editor beasty. saying it will have all manner of 
doozy features. For 'saying* read 'claiming'. Rico 
starts to rework the old graphics into a more 
modern, better version. It's much better to do it 
this way so that the graphic blocks fit onto the 
map clipscreens and therefore can be used much 
more quickly than before and also the old map 
editor can be used to produce mock maps for 
testing. The fact that this mock mapping will not 
be started for a few more weeks is neither here 
nor there. 

Rico soon discovers that reworking the origi- 
nal graphics is much harder than he first imag- 
ined. He thinks it will take a fortnight just get- 
ting all the wall pieces together for the interiors 
of the buildings. Ho-hum... 

Wednesday April 28th 

Rico is completely sick of designing interior 
organic plastic-metal structures already and 
they're using up far too much graphic space on 
the clip screen so some sort of compromise will 
have to be met. You have to realise that you only 
have so much space reserved for background 
graphic blocks and with them all being 32 colours 
it soon gets eaten up. Rico begins to worry about 
enemies as he is fast running short of colours on 
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Some more of Rico's background graphics, all 
dons in 32 colours. These have all been based 
on graphics from the original Alien Breed 
and enhanced for the sequel. 




(Above) As you can see. the differences at this 
stage between the AS00/600 and A1200 versions 
are minimal thanks to careful palette choices. 



(Above) This is one of Rico's early mock-ups of 
the planet's surface, complete with lunar rover 
type thing. It probably wont get used. 
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the 32-colour version - yet another compromise 
will have to be made somewhere. The A1 200 ver- 
sion, with its 256-colour palette, presents no such 
problems. 

Thursday April 29th 

I design the initial stages of the game based 
around our three-building structure in the main 
colony complex. Parts of the building are under- 
grounds and can only be reached via lifts and pas- 
sageways. I don't want to reveal too much of the 
plot at this stage so I'll shut up now. 

This scripting aids both Andreas and Rico in the 
design stages and helps us to know exactly what 
we are aiming for. Nothing is final though and all 
is subject to almost inevitable change at a later 
stage when we think of other ideas or if other 
ideas are suggested. 

Rico's Opalvision replacement arrives and it 
works fine... Olofstrom's only pub does brief busi- 
ness (at a staggering £4 a pint, it can only be 
brief) as a result. The next problem arises from 
the fact that it's very sunny in Sweden and 
between the hours of 11am and 3pm Rico can't 
see his monitor because of it. The search for 
blinds starts... and is successful, so now Rico can 
work all day long. 

The pub does yet more brief business, 
although Rico declines due to the fact that he has 
nothing much to celebrate now that he has no 
11-3 break anymore. 




Friday April 30th 

Rico sketches up some ideas for the exterior of 
the complex. Andreas continues with woefully 
unexciting map editor and I have a good idea. 
Yes, it's not that often that it happens but a new 
recipe for in-game terminals is born. Add spicy 
graphics, a dose of vector graphics (both line- 
drawn and filled), juicy sound effects and a sprin- 
kling of vaguely-interesting text and we have a 
major improvement to the Intex system (now run- 
ning a revised version of it's original DOS)! 

TO DATE: W^^^ 
Wednesday May 5th 

Myself and Mick prepare to leave for 
Sweden to spend four days discussing 
the project. Find out how the trip went 
and how we fared at the Golden 
Joystick Awards (we just go the invite 
today) in the next thrilling Diary instal- 
ment. Andreas just phoned and 
burbled Paradroid noises at me down 
the phone - the poor soul hasn't quite 
recovered from meeting his childhood 
idol (and previous Diary writer) 
Andrew Braybrook at the ECTS! 
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WHOLE NEW WORLD 

of F> C GAMES 




■ Two cover disks 
every month 
bringing you the 
best in PC 
entertainment 



■ The most 
in-depth, 
up-to-date 
reviews in the 
business 




■ Players' 
guides, tips 
and cheats for all 
the top games 





■ Extensive 
beginners' 
guides for 
configuring 
your PC to 
play games 



Place an order with your newsagent now 



RECOMMENDED 

Oooh, we're real hard on The One r you know. Why? Well, well not one game 
from last month's full-o -goodness issue made it into this month's 
Recommendeds. Sorry, none of them quite hit that elusive mark that makes 
a game not so much a luxury, more of a necessity. We have to be that strict 
because otherwise you might fork out your lolly on a game that's not quite 
excellent, and then you'd probably hate us for telling you to get it. Of 
course, the really good thing about this situation is that I've only got 
towrite this bit and the compo and then I'm finished. Brilliant! 



The Addams Family 



Publisher 
Issue Reviewed 
Memory 
Price 



Ocean 
June 1992 
S12K 
£25.99 



90% 



Guide Gome* across tonnes of massive levels In an 
effort to rescue the rest of his family In one of the finest 
platform romps to appear on the Amiga so lar. Bundles 
of secfet rooms, devious traps and fluid payability 
make this film tie-in a must buy fof all avid tans of Ihe 
p I af forming genro. 

The Aquatic Games 




Publisher 
Issue Reviewed 
Memory 
Price 



Millennium 
October 1992 
S12K 
£25.99 



84% 



Although this type of 'wagglo your sticks sport game 
went out with Noah, The Aquatic Games injects new life 
Into the old dog by introducing a number of unusual 
events. Packed full of cartoony visuals and aided by a 
bouncy soundtrack, the AG's should entertain most 
owners with a sense of humour. 




Arabian Nights 



Publisher 
Issue Reviewed 
Memory 
Price 



Krisalis 
April 1993 
1Mb 
£25.99 



90% 



92% 



90% 



92% 



Assassin 



Publisher Team 17 

Issue Reviewed November 1992 
Memory 1 Mb 

Price £25.99 

Assassin is a Strider-based arcade shoot- em-up which 
blows the rest of (he rest o( the leeble attempts clean 
out ol Ihe water. With perfect control, five massrve 
levels, gorgeous graphics, inspiring sonics... Need we 
go on? Assassin should be in everybody's software 
collection, now! 



Beast 3 

Publisher 
Issue Reviewed 
Memory 
Price 



Psygnosis 
September 1992 

1Mb 
£29.99 



Whilst the first two Beast games were lovely to look at 
but crappy lo play. Beast 3 show exactly how It should 
have been done. It s still dreamy to watch but 
underneath the visuals there's a right stonker of a 
game. The cleverly designed puzzles and frantic non- 
stop action should keep most entertained lor weeks. 



Body Blows 



Yes, Arabian Nights Is yet another platform game, but 
don't yawn and turn over ihe page because this one is 
really something rather special. It's fast, looks good, 
sounds terrific and plays superbly, but on top of that 
Its got some excellent arcade adventure aspects to 
add a touch of depth. Smart stuff all round. 

Archer Maclean's Pool 





Publisher 
Issue Reviewed 
Memory 
Price 



Team 17 
March 1993 
1Mb 
£25.99 



Publisher 
Issue Reviewed 
Memory 
Price 



Virgin Games 
October 1992 
51 2K 
£25.99 



90% 



85% 



You've read the hypo and we've had the phone calls 
but now, at last. Body Blows Is here. And - yes! • tt It 
better than Street Flghtor 2. The graphics and sound 
are as excellent as you've come lo expect from Team 
17, and the tumpln' gameplay is last and furious. Every 
Amiga gamer, boat 'om-up fan or not, will love this. 



The Chaos Engine 



Publisher 



mm o <>" 



When Jimmy White s Snooker was released, the public 
lapped it up in droves. Archer has used the same game 
engine to produce a game which is arguably better 
than Snooker due to the fact that Pool is a more 
accessible and easier to play sport. II you missed 
out on JWWS then you'd better pot this un. 





Issue Reviewed 
II Memory 
Ifl Price 



Renegade 
February 1993 
1Mb 
£25.99 



Its been an age in the making but Ihe watt has Just 
about been worth it TCE is basically Gauntlet with 
knobs on - but what knobs! Computer-controlled, 
artificially-Intelligent second player, music that 
changes with the action, RPG-like character 
development, the list goes on. Great fun, all in all. 



E C O M 



D E D 



Chuck Rock 2 



Publisher 
Issue Reviewed 
Memory 
Price 



Core Design 
April 1993 
1Mb 
£25.99 



86% 



90% 



CR2 stars baby Chuck Jnr in a perilous trek across 
loads of gorgeously-detailed and heavlly-paralla*ed 
-trolly levels In an attempt to rescue his dad. the 
tamed Chuck Rock. Although familiar platform stuff, 
the huge, Imaginatively-drawn baddies and tongue-in- 
cheek humour makes this a winner. 





Civilization 

Publisher 
Issue Reviewed 
Memory 
Price 



Mlcroprose 
August 1992 
1Mb 
£29.99 



81% 



90% 



Sid Meter does It again - and you thought he couldn't 
beat Railroad Tycoon! Your job? Evolve your populace 
up from the Stone Age to the 20th Century and 
beyond. The strain of the port from PC to Amiga shows 
sometimes in the disk accessing, but the involving 
strategic gamepiay more than compensates. 




Combat Air Patrol 



Publisher 
Issue Reviewed 
Memory 
Price 



Psygnosls 
April 1993 
1Mb 
£29.99 



89% 



93% 



In the same month we review Desert Strike along 
comes the similarly Gulf War-inspired Combat Air 
Patrol. It's a flight sim wflh its oyo firmly on payability 
rather than rigorous technical accuracy, so while it 
may not impress the sim hard-liners the rest of us will 
have a whale of a time. The 3D. by the way, is great. 



Crazy Cars 3 

Publisher 
Issue Reviewed 
Memory 
Price 



Titus 

August 1992 
512K 
£25.99 



a a ... 



90% 



Another series of games where the third proved to be 
the best of the bunch. Forget Iho previous two, or 
most other sprite-based racers - this game is one of 
the contenders for the racing trophy, it scrolls, plays 
and moves so well that you d be a fool to let this one 
overtake you. 




D/Generation 



Publisher 
Issue Reviewed 
Memory 
Price 



Mindscape 
July 1992 
512K 
£19.99 



89% 



90% 



A throwback to the old days when isometric games 
ruled the waves, D/Generation hides Its storming 
gamepiay underneath some alright graphics. An 
arcade adventure in its purest form, immensely 
suspen5eful and cheap as well, you should seriously 
think again If this isnl In your disk boi. 



Desert Strike 



Publisher 
Issue Reviewed 
Memory 
Price 



Electronic Arts 
April 1993 
1Mb 
£29.99 



93% 



85% 



Dune 

Publisher 
Issue Reviewed 
Memory 
Price 




Definitely EA's best Megadrive-to-Amlga conversion 
yet, DS has you flying a state-of-the-art attack chopper 
around hostile desert territory. Its a thinking man's 
shoot-'em-up basically, with excellent graphics and 
sound and flawless playability. A classic, and actually 
better than its Megadrtve Inspiration. 



Virgin Games 
June 1992 
1Mb 
£29.99 



Based on the Classic' David Lynch movie, in Dune it s 
your job to harvest the Spice while battling the evil 
Harkonnens on the surface of the arid desert world 
Arrakis. Don't be tooled by the graphic adventure-ish 
graphics - this is a thinking man s game, albeit one 
blessed with easy accessibility and superb payability. 



Fireforce 



Publisher 



ICE 



Issue Reviewed October 1 992 

Memory 51 2K 

Price £25.99 

Yet another blast from the past, Fireforce has 
distinctly Green Beret origins. Who cares where It 
comes horn when the end product is this good? 
Violence and more violence (with some distinctly 
realistic throat-slitting) make this horizontally scroller 
a game which you should hide horn your granny. 



Flashback 



Publish*! 



US Gold 




ssue Reviewed March 1993 
Memory 1 Mb 

Price £25.99 

Flashback is from the French geezers wot brought you 
Another World. If truth be told its not quite as 
stunning as that classic but Hs a close run thing. The 
animation of your character as he runs, lumps and 
fights his way, Prince of Persia like, through the alien 
world is superb. A platform game tan's dream. 

Indy Jones IV (Adventure) 



Publisher 



US Gold 



Issue Reviewed January 1993 

Memory 1 Mb 

Price £37.99 

Many consider Indy IV to be the best graphic 
adventure ever and thanks to its superb graphics and 
sound, multiple plot paths and marvellous atmosphere 
they're not far wrong. However, on Amiga the 
emOyment is marred slightly by ertreme slowness In 
places and some annoying disk swapping problems. 



Hoi 



Publisher 



Hollywate 



Issue Reviewed August 1992 
Memory 51 2K 

Price £26.99 
A super-cute platform jobby thai constantly 
astounds, Hoi is a surprise star on the Amiga. 
Help the 'saur through five bloody huge levels in 
one of the most smoothly playable games yet. 
WKh real gamepiay variation this looks set to 
become a timeless wonder. 



Jaguar XJ220 



Publisher 



Core Design 




Issue Reviewed June 1992 
Memory 1Mb 
Price £25.99 

It seems like the World and his wife Is doing a 
licensed car racing game Iheso days, but Core's effort 
manages to pull away from the pack elegantly thanks 
to some impressive fast 3D and an excellent easy- 
to-use track designer (which In our estimation is 
far better than lotus 3 s RECS anyday). 



R E C O M M E 



N D E D 



The Legend of Kyrandia 



Publisher 
issue Reviewed 
Memory 
Price 



Virgin Games 
November 1992 
1Mb 
£29.99 



93% 



90% 



McDonalds Land 



A graphic adventure in the Monkey Island 2 model. As 
Brandon, your only chance of resuscitating your 
turnod-lo-slone Grandad is by defeating the mad jester 
Malcolm (the best villain to have appeared In an 
Amiga game yet). Lois ol truly gotgoous graphics and 
an Inspired player interlace. 

Legends of Valour 



Publisher 
Issue Reviewed 
Memory 
Price 



US Gold 
December 1992 
1Mb 
£25.99 



LoV uses an amazing graphics engine lo generate the 
most realistic 30 environment you ever seen! II gives 
you total freedom of movement In the fantasy 
gameworid and makes this one of (he most 
atmospheric RPGs yet! Destined to be hailed a 
classic, you'd be foolish to miss it. 



Lemmings 2 

Publisher 
Issue Reviewed 
Memory 
Price 



Pysgnosis 
March 1993 
51 2K 
£25.99 



Oh yes! They're back! Topping what musl be THE 
classic game of the lasl few years was never going to 
be easy but DMA Dostgn nave done a top Job. There 
are fifty new abilities to loam (some Lems can even 
fly!) and increased player interadon with the scenery. 
Just as much fun as the original over was. 

Lionheart 

Publisher Thalion 

issue Reviewed March 1993 

Memory 1 Mb 

Price £25.99 

German coders are on a bit of a toll at the momem, 
what with No Second Prize and now this, a heck-n- 
slash platform romp. Boasting some of the most 
stunning scrolling parallax scenery you ve ever seen 
and tight, addicitve gameplay, this is a terrific title 
that is an essential part of your software collection. 



Lotus 3 

Publisher 
Issue Reviewed 
Memory 
Price 



Gremlin 
October 1992 
512K 
£25.99 



The third lotus Instalmeni mixes the best of the two 
previous offerings and ends up with a game which will 
satisfy all. With laps or circuits, a variety of race 
conditions and an unusual course designer, Gremlin 
have produced a real winner. You still can1 wreck the 
Lotuses, though! 



Lure of the Temptress 



Publisher 
Issue Reviewed 
Memory 
Price 



Virgin Games 
July 1992 
1Mb 
£25.99 



9' 





Publisher Virgin Games 

Issue Reviewed December 1992 
Memory 1 Mb 

Price £26.99 

Yet another attempt to do Mario on the Amiga, this 
one succeeds thanks to superb playability and tome 
interesting twists on old plattorming themes. Of 
course H s barely got an ounce of originality but who 
m'% this much fun? Want a great 
You got It! 



92% 



94% 



Monkey Island 2 




91% 





Publisher 
Issue Reviewed 
Memory 
Price 



US Gold 
iuly 1992 

1Mb 
£37.99 



What also Is ihere left to say? The game to end all 
graphical adventures with genuine humour and 
gorgeous hand-painted graphics improves in every 
way over the original (a task In Itself). The disk 
accessing is a trine loo much but the overall package 
Is one of the best you'll ever see on the Amiga. 

No Second Prize 

Publisher Thalion 
Issue Reviewed December 1992 
Memory 1 Mb 

Price £25.99 

NSP Is arguably the first bike game to actually mako 
you feel like you're astride a throbbing metal monster. 
Where it scores most over Its predecessors Is the 
ease of control the player has over the bike • it's sheer 
bliss! Virtually faultless. It ranks alongside such other 
racing classics as Lotus and F1GP. 



91% 



87% 



Putty 



Publisher 



System 3 




Issue Reviewed October 1992 
|[ Memory 1 Mb 

Price £25.99 

A high-flyer In the charts - and deservedly so. Putty is 
one of the most original games, let alone platform 
games, to have appeared In a long time. As a Uny little 
blue blob, the player has to slip, stretch and absorb 
his way around umpteen gaudy levels, rescuing robots 
from an evil wizard's minions. Try it - you'll like It! 



86% 



84% 



Risky Woods 



Publisher 



Electronic Arts 




An impressive debut by Revolution, an English based 
programming team, Lure Improves over the standard 
graphical adventure by way of Its real character 
nteractlon. The non-playing characters all go 
about their own business, chatting to to each 
other and the like, making this the closest game 
to real life yet. 



90% 



93% 



Issue Reviewed July 1 992 
Memory 51 2K 

Price £25.99 

Hey, there are these woods, right, and - they're risky! 
(Thanks In the main lo the legions of the Undead that 
roam its moonlight-dappled pathways). Yup, we're In 
horizontal-sc rolling slash- em- up territory here and not 
a bad one at that, although the scrolling Is a touch 
jittery in places. 

Sensible Soccer V 1.1 



Publisher 



Renegade 




Issue Reviewed June 1992 



Memory 
Price 



512K 
£25.99 



Here at The One we dont care what you OR your 
mates say ■ Sensisoccer kicks seven bells out of Kick 
Off 2. Instinctive control and out-and-out 
addtctrveness make It a (oy to play, and the improved 
goalies In this revised version have produced a game 
that's near flawless! 



RECOMMENDED 



0 



Shadoworlds 



Publisher 
Issue Reviewed 
Memory 
Price 



Kri sails 

Novembei 1992 

1Mb 

£25.99 



88°/c 



From the same boys who brought you Shadowlands, 
Shadoworlds re-employs the Pholoscape system to 
good effect In this Allens-fnsplied RPG. The accents 
mote on action here than the puzzle-orientated 
Shadowlands and arguably suffers tor It - shooting 
monsters In half-darkness can get annoying at times! 

Street Fighter 2 

Publisher 
Issue Reviewed 
Memory 
Price 

Street Fighter 2 on the Amiga Isn't half bad at all. Its 
not as smart as the SNES version, agreed, and die- 
hard fans of the coln-op may be disappointed by some 
of the graphical omissions like the lack of parallaied 
backgrounds, but there's still no denying that this Is 
one of the Amiga's better beat-'em-ups of late. 




US Gold 
January 1993 

1Mb 

£27.99 



89% 




Ultima VI 

Publisher Origin 
Issue Reviewed June 1992 
Memory 1 Mb 

Price £31.99 

The latest (and possibly the last, on Amiga at least) In 
the long line of quality RPGs, Ultima VI Is by far the 
best of the series, boasting attractive If diminutive 
graphics, incredibly Involved plotllnes and buckets of 
atmosphere. Not everybody's cup of (ea but an 
impressive farewell (?) to say the least. 



Q ~7 0/ Wing Commander 



Publisher 



Origin 




Issue Reviewed November 1 992 
Memory 1Mb 
Price £29.99 

Its the PC-lo- Amiga conversion no-one thought wed 
ever see, but here it Is and Its not half bad. It's got 
everything the PC version had and is thus lust as 
Impressive. Although the 3D can be sluggish at times, 
the superb feeling of actually taking part in a big 
space campaign pulls you through the occasional lulls. 



Superfrog 

Publisher 
Issue Reviewed 
Memory 
Price 

Forget Zool - this is the real Amiga Sonic-beater*. Like 
all Team 17's games It looks and sounds marvellous, 
but the gameplay Is what really makes the game 
shine. From the control through the level design to 
the difficulty. Its all been brilliantly thought-out. You 
wont have had so much sheer fun in a long time. 



Team 17 
April 1993 

1Mb 

£26.99 



93°/e 




92°/< 



Wizkid 



Publisher 



Ocean 




Issue Reviewed June 1992 

Memory 51 2K 

Price £25.99 

Without a doubt the best game that Ocean has 
released in a long while, Wlzkid also happens to be Its 
most original (all thanks to those crazy funsters at 
Sensible Software). On I he surface it looks Ilka a 
simple Breakout-inspired arcade game, but there Is In 
fact a wacky arcade adventure lurking beneath. Funl 



Troddlers 

Publisher 
Issue Reviewed 
Memory 
Price 



Storm 

October 1992 

512K 

£25.99 



85% 



87°/ ( 



Zool 



Publisher 



Gremlin 



A puzzle game which Is firmly Lemmings influenced, 
Troddlers adds to the DMA classic by Introducing a 
number ol different level objectives. If anything it 
owes a little more to Salomon s Key than Lemmings 
with its emphasis on block manipulation as a means 
to guiding the Troddlers to the level eall! 




Issue Reviewed October 1 992 
Memory 1 Mb 

Price £25.99 

Gremlin certainly cooked up a character to rival even 
Mario and Sonic in this tribute lo the sad consoles. 
Fast, furious and manic In every way, Zool Is a 
statement to industry that the Amiga can perform as 
well as the plastic slabs - and better! There's nothing 
like Zool to Impress your metes. 



COMPETITION 

A bit of a change to the usual Recommended competition formula this month. Rather than 
just getting you to reel off the answers to a few easy-peasy questions we're going to make 
you work for your software prize. What you've got to do is deduce which of the games 
reviewed this month will be in next month s Recommendeds (i.e. which games got 85% or 
greater) and then you've got to write a short fifty word summary of each, in the style of the 
Recommended summaries above. The person we decide is the best will win all of the 
Recommended games that they wrote about. Not bad, eh? So get scribbling and send your 
Recommended samples to: Recommended Compo 6, THE ONE, Priory Court, 30-32 
Farringdon Lane, London EC1R 3AU. Be quick - your entry has got to reach us by June 28th 
or we'll throw it away or something. 




We like the Next Month page as it's the place to sit back and reflect on the issue we've 
just finished and look forward to pastures new as we contemplate what sheer brilliance 
will be contained within the next 132 page instalment of The One. 

But do you want us to spoil it for you? Of course you do, but we're only going to give 
you subtle clues as to what July will bring and what better way to do it than a cleverly 
crafted poem? 





On June 28th. get down to the shops. 

Walk past the freezer selling icey pops, 
And head to the shelves where the magazines sit. 
Don't pick up the others, for they're not at all good. 

No, search out The One - you'll not find it tough, 
Look for our logo, not a snap of Brian Clough. 
Pick up up the mag and walk straight to the till, 
Because if you don't pay. you'll be in trub with The B 

Once safely back home, find a comfy settee, 
Sit yourself down and explode with glee, 
At the numerous demos we'll have just for you. 
They'll all be quite good - not any old pooh. 

Inside the mag there'll be no sh'te, 
Exclusive previews will turn your hair white. 
Features galore and up-to-date news. 
And, of course, don't forget the reviews. 



Competitions to win unbelievable stuff, 
PD and Letters, and if that's not enough, 
The Alien Breed Diary will continue once more, 
The tips will be tops, of that we are sure. 

It all sounds amazing, we think you'll agree, 
So save up three pounds and 75 pee. 
And what you'll find, when all's said and done. 
Is the usual excellence you'd expect from The One 




Okay, so you may be feeling none-the-wiser after all that, but we can't give too much away 

otherwise the entire nation will be so eager to rush out and buy The One next month that there will be no copies left for you, 
our loyal reader. And you wouldn't want that, would you? 



It rhymes with fun 

July issue on 
sale June 28th. 



The Most Read' stic Football 
Management Simulation Ever! 
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Completely 
Updated u/itb 
this Season 's 
Stats. 



Domark's 
Championship 



Manager is recognised 
by football fans everywhere as the most 
realistic football simulation ever! 

Now this new 1993 edition includes all 
the latest league and tournament 
structures, player statistics plus over 50 
new features Including... 

• Manager history 

• International transfers and 
overseas players 

• Double the in-match Information 

• Salaries and win bonuses 

• Injury time 

• Reserve squads 

• Supporters player of the year 

Championship Manager '93 the only 
football management 
simulation to be written 
by football fans 
for football fans. 
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International Open Golf 
Championship employs 
features that enhance 
the gamepla y like no 
other golf simulation. 
The only thing between a 
bogie and a birdie is your ability, 
replay your shots from various 
angles to check your technique, 
select to play solo, or with 
friends, from several types of 



AVAILABLE FOR 



COMPETITION IHCLUCHNG SKINS WHERE YOU CAN PLAY FOR A SUM 
Of MONEY FOR EACH HOLE. SELECT YOUR CLUB, AOORESS THE TEC 
AND STRIKE OFF DOWN THE FAIRWAY FOR A ROUND LIKE YOU'VE 
NEVER PLAYED BEFORE. 




CBM AMIGA 
IBM PC 
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